r 


"i" j 

■ ^ i 






I 


I 



Issue 56 


June/July 




LYNX 

GAMES 

reviewed 


NEW SOFTWARE 

ATARILAB... 
CHROMACAD... 
PONDERING ABOUT MAX’S 




ti BARGAIN SOFTWARE 
FOR YOUR XL/XI 

FROM JUST 99p! 


80 COLUMN TEXT 

YES, IT IS POSSIBLE WITHOUT HARDWARE ADD-ONS 


; 


I 


WHICH TO CHOOSE • 
HEIMDALL OR SHADOWLANDS? 


PRO-24 

OLD BUT GOOD 

SWIlUllfDIISTIUSliriT? 


PO & PRIKTERS 


77C 













































































































AT IASI! CA» BAM FeOM PAGE 6! 


New cassettes from only 95p each including postage! 

Enhance your collection with these brand new game cassettes 
available now from PAGE 6 and NEW ATARI USER 





PROTECTOR 

to ^Qrt Rucker, the US Army HelicopleT Training Sch-aol 
baSKi In the Nevipda desert, yaur aim ia Id become the beat chopper 
pilot this side of the Iron curlain. A raai ProlactDr! Your mission 
COnsLals of a. strategic ballJe ol wile between yoursell ind either 
enolher pilot or e oomputar controlled FiPV {Ramdie Plldtiess 
Vehicle) 

ROQUE 

You are the ROGUE. Your miasi-on is to search Uie Dyt>geon& Ol 
Doom far the Amulel ol Vendor. In the duPl^Ohd ^OU will find mmy 
tiling a lo aid the queat for llie Amulel. YOU Will Sled encounter 
fearsome monslerc and liendlsh ttaps.that wHI challenge oil your 
skills 


UNIVERSAL HERO 

GABPr Only seven seconds lell lo sive the plenet^ tk»w will ^ou do 
It Burt? Universal Hero has lo ssve His skin end everybody elae's 
by finding bits lo repair e shultie lo gal lo a planei lo pick up ihe 
spares lo merid a space trelghtar which is oul of control and aboui 
to blow him and his chances ol gelting back lo eenh lo aloms. A 
nail biting, multl-Ktimenslonal, hi-rea Awesome Arcede Advenlural 

HENRY’S HOUSE 

Little Heory has Shrunk. He must navigate his way imrough the royal 
household lo llpd me cure- Avoiding all the obatecles in his peth., 
horn lenrihle toombrushes, through pestiferous perrota andi chefs 
Chasing chickens, to 3 flnel encounter with the vicious vempiral 
Acknowledged by all reviewers aa one of the heat Atari games 


BOMB FUSION 

A lari'orlst gang has pipnled bombs Ihroughout the Sellerscele 
Nuclear Procoseing Plant and you, as ex super hero (ex after the 
“Boris Affair^) have to go In and aave the plant and possibly the 
Norlharn Hemisphara Irom destrucUon 


MILK RACE 

Oycllng 1,OOd miles Is no mean feat - and you could end up feeling 
pretty exhausled by Ihe time you've finished playing IKlIS Auporb 
race simulation designed especially In cCnJunCtlOh With the Milk 
Race 


QUN LAW 

Four months of bloody alian attacks have laken their loll ■ all the 
surviving inhabitants have fled and arson allocks have been msde 
an your weapon slOres, they destroyed What you cculd ncl carry 
away. You are left td light alone agifnsi ruthless pnd bloodthirsly 
killers wilh Just a single machine gun 



REVENGE II 

The Mutated 90 feel high, laser spitting death camels heve- rebelled 
agelnef Ihefr captors the ^^yaxlans and are eul lor revenge! All 
acticn, highly graphical sheohem^up frem JeH Minter 



DESPATCH RIDER 

Join the growing band of street demons - Ihosa leaiiass hordera 
who lerrlfy the popu lation of the big cities to get Ihe parcels 
through. Plan your moves to make some money^ but don'I lake loo 
long - lime is always short. Gain an instant macho rating and be a 
despatch rider with Ihis all action simulation 

INVASION 

Mobilize your urrils and prepare lor battle. This all action apace 
conflict raquiras skill, slralegy and tacUcs. You must destroy the 
weather ccnlrol station In order to win the battle but every move 
ycu make the enemy will counter, and Uhey'rA wafting for you lo 
make just one fatal slip up 



LOS ANGELES SWAT 

Special Assignment. Rescue the hostages from lh@ lerrorlst gangs 
holding oul In West L.A. Gle^n up tbe streets. Blow away the bad 
guys and be a hero on nelwock T.V.! Fall and you won't be coming 
back lo watch it, AH action joystfek bending combait for tbeae with 
the skill Id survfvet 



SPEED ZONE 

Eifier me speediEonem a franitc deienee against marauding alien 
lorces. A survey ship sent Into the prop cornea under attack. As an 
enemy vessel drawa closer ycor "^TARFIRE" class allsck crafi is 
Ippr^ched 



FEUD 

To win dt Reud yon must "out-speir your riv^l Wizard Leanoric. In 
Kleke's berb garderi you will find the ingredients for your spells but 
tread carelully as strange Ihings can happen in Thia game of magic 
and myalery 



PANTHER 

Save the last humans on Xenon bafora Iha alien hordes turn them 
Inlo Sunday roast! Take your ground attack ship through this 2D 
scrolling mega shoot-ani-up wilh great graphics and unbellev^blS 
aoundirack 


SEE MORE CASSETTES ON OUR ACCESSORY SHOP PAGES! 

Any one cassette El.95 ■ any two £3.50 ■ any three £5.00 • any 4 £6.50 ■ any five £7.50 
or select ANY TEN CASSETTES FOR JUST £9.50! 

All prices are inclusive of postage 


Use the order form on our Accessory Shop paqes or just write or phone. Credit card orders accepted by telephone on 07S5 213928 

Send to: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1 DR 

Overseas please add 25% postage for Air Mail 
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THE CREDITS 

Alt of the usual stuff IB on pafie 3 but here are 
the people who made this issue ppossibio. 

Lcs EUiagheni has ddscoverad I hat having hott- 
riays and tjflng to publish a maghJ^ne Just ain’t 
eompaUblel Had to Btart this one on the day alter I 
constng home (ccnildnt even unpack!) and boy 
has il been a atru^lel 

Sandy did Lhc untjaclsing (told you ] didn’t biave 
Uii1€} as well as checking nui the ^ds. chasinf^ fur 
review stuff, doing the accounts and mOTPi. In 
fact, Uiis time, she dkl a lot. more than Pau]ctte[ 

Paulette is filing hnred because you folks are 
not crdeiin^ as much aoffware and nluff as you . 
used to. How about sending In an order Id keep 
her on her toes and stop her keep asking whal 
she can do next? 

The KepTular ContribuLors, who prm'ide Ihe hack- 
hone of Hie magadne and can generally be relied 
u|ioTi to come up with good articles and reviews, 
arc.... 

J^hu B Daviflon Jotm Da^ehhi Jr 

John Sweeney Paul Rlxau 

OAmoa Howajili loxi Fiulayson 

Dion Guy TIia Tipster 

All Other contributOTS for this Issue arc Indi¬ 
vidually credlled alongside Ihetr articles or prog^ 
rams, thanks lo evcry'body lor sliaring thnJr en- 
Lhusiasni wdth other Atari users. 

The picture last time was Ttirhoflcx (told yOU It 
I wasn’t a very good picture) and this one will be a 
screen shol from one of the L’fNX gamca re- 
viewied this issue. Makes a change^ 

y yotj npoid the (op g®LE fciiouj (hia( (rtts one has 
Jxwn □ twie reason is (/yi(Jar (?if jlrst 

[i}eek l Linw a CDpropee:' Hod. to go I'n./br 

repair miiJ J dldn'r rcicliiejLisf how miidi ths miisk- 
roiiMjris iJiirigs done, lijiooilij coine E?at* 

(ajl^5 wHwJcs ojgood. British uj(jrJt«Mn 

iJiir>fl and 1 cenUd sdr.fc on some rnn.-SiT- Thoughf I 
ukjuia CTZtck i.qJ iiti£ Bruce Spnnj 3 |L-ireen, Bruct' Code- 
burr!. ttjf/]/ Sl Maiie. Nic.Jones (Penp[«in Is sdEJ 

beiflirtnO oncL yes. Itie Jner^ritWtr^'SErtn^ Bond carntr to 
riia rescKC. rt^^fior^d (he ssniig, arMi he[p€id' io tbls 
issue fvM^iied. Great now mhere'S fbe oth^r 

JJ£(k^rt3rnfM(l£tori last mos luarr Mr 

Anderson ifi Scoctand who ."wrK tn Lhc ani!:/ jkmI- 
carrl fifing thol fioc:fcport Sunday unts bg Tom flitsfi 
oi^d,Jilst to sbcHjj uJ^ial SEjptTO has. he- diose 

h'o£hcny A Burning biyhr os his prize. CSas^d/un 
- Ee£s me lmc,n 4 ? iheu (here are kkidrs'd splnls fri 
this wodd - .50 we'li hose EChte comptJ^ritlan 

ehis KiSrif?. A Jree CD io /ha3 Jlrst person to .‘Joy which 
rtfOen£ CD/eaiunrTig setieral artists n (radr by Woo 
Hewerdine- CordiaT 

Tlte oext lB»uB Af NEW ATARI USER could 
featim TOUR article m program, 

W) SEND IT IN NOWE 


PMiK * jNIi whaS yuu iittt do irirA yitar AtOfi. MW 

ATARf USkR hot etitirriy with AtaH 

c^ulpint^X, iflitmtiy UJT ihi XL bui marc re XSsy[a 

ST andalh^r Shtff. needs PC's ffr .Vfac.f} WiKb itK 
fxpepium of Ike fimtS <?utpai tm a Uttoirrm the ust of rtn 
rpprf} ramiraf&T thf pkaias and HsHnet rfftrjthatg 

if dime iJit Jfte ST. ilardtvare itfCiitdPS- a Mega ST2 iitpgradrd 
JO 4Mt), .'iMi25 ,MrMWtor, Suf/ra JEJiWfr IfffoJ I’Ai'sA, Vit .Atari 
iJiSer PfiPtfr, f!ila.£n iMD priNtJcr^ Philips rpawraWnW-H 

mXE. XFSSI disk drire, SJtt difk dri^^., kW itifitfoct, Mf.' 

SPIJ priater. Phttdpai mjfiwawe ated it ProtAMi and FiiM 
PBfrft'jA*r J.tf. ssyiifflra iai'hides Kermil, Tah- 

Tflil, J ir/fe Bone and various CUStom wriSirti prrfgrOJftt 4 wr 
Jkf XfJXP:. Ankfos; and proftrams sakmiUrd on XLiXE dKks 
ar^ itibj^ckdlo wartOtif custom wrUtea pno^rffir^v be/ore 

heiiig irattsferrvd SKru-vi la tht ST i-ia r.- 1 iflJ']r. 4 iA. Jna/fw 

tdising if wirft P/wfJTJ and pages #JT laid oaf with FlwJ 
SlfPft PftMifher. A disk wdh ike fmafted pajpex as PufixOripj 
Jik^ it .ient to a tjp^^rtiirig burertu td br outpitJ an o Fjnwtran 
ond, hny preifo, ^niEhed pagef are stni iwr* rjartify as yon 
st£ them. It rraliy does worki All ifrai is lejt if to drop in ik£ 
A'xffn^s and photos- 

Weit. d's not tfaiie os easy a^ ihot buJ you gn ifre idea! 




KEEP PUMPING ON 

Ov^r In the USA there arc rio Left th 3 t cal£r for tfip XL/XE, In fset- wc 

possibly the only major maj^EuiLne left, but there are still a good number of keen users 
who 'want to read about and program the classic Atari machine. We recently reeeiv'cd, 
from a couple of dedicated readers, details of a campaign organised by one dedicated 
Atartan to get up a petition, or rather a declaration of support, to be presented to a 
publisher In order to get an S-bit magazine up and running again. We would have 
mentioned it in full in this issue but the closing date for reftisierlng your support was 
15th April so it would have been of little use. Let us hope tliat the target of 500 
supporters was realised and that we might, once again, see an 8-blt magasane from 
the States. In the meantime .... 

The situation is llie same in this country you know. You still have New Atari User 
but support from others is dropping away gradually . If you cheek out the EXCEL 
advert this issue, you will see the announcement of the final Issue of EXCEL (unless 
you decide otlierwlse) because liobert Stuart is no longer getting enough support from 
Atari owners. If you are at all interested in eontliiued support for your machine then 
you have to show your support- Copies of EXCEL I have seen have been good, so keep 
il going. Meanwhde 

Over on the Continent, things Atari are still going fairly strong but, like us. the folks 
providing the software and support need a good response from the Atari owning 
public. That’s you. This Issue you will see a couple of adverts from Germany and 
Holland offering produels for your XL/XE, Now. it has always been risky for overseas 
companies to adverUse In English publicjiUons because we are a very insular people 
and we don’t like to send abroad for prod ucts do we? Especially If we have to send 
cash {can you trust these foreigners?) or have to go to all the hassle of getting foreign 
cuirencry or bank drafts, Things ate different now, or they should be You should no 
longer be afraid to order goods from overseas and you really ought to contact botli 
KE-SOFT and MEGA MAGAZINE to show them tliat you still care about your Atari. 
These folks have paid good money' for their adverts, money that goes to bringing you 
this magii2ine. and it would be a great pity if ihey did not get a good response. The 
future of your machine is in the hands of folks like these (and Qie few English 
companies that advertise in these pi^es). I can only point out the siLuaUon, the 
solution is in your hands. Give it a go. 


DISNEY TIME 


Just as 1 completed this issue we had a nice press release from Infograraes concern¬ 
ing software they will be releasing on the ST from the Uisney Company, and very good 
it looks too. This prompted me to recall a trip round the Animation studios at MGM 
where you can watch all the incredibly talented people who create films like The Little 
Mermaid and Roger Rabbit actually at work, One thing that struck me Is that nearly 
all of them work with headphones on listening lo their favourite music. In fact many 
of their desks look like my office with CDs stacked up beside the drawing board [or 
computer) as an essential part of the working environment. If you have ever read the 
ravings in the Credits column, yon will know that I have the addiction but it is nice to 
know that It is something shared with creative people on the other side of the ocean, 
Maybe I am not so craxy after all! 

THE LACK OF MAILBAG 

A few Lhitigs ronapired to squeeze out tfie MaiJtaag seeUciri tills issue but your Istters 
villl be back aijain next time. If you tniss Mailbag, why not take the time to vmUi us a 
letter for inclusion next Ume? If all inspiration fails you could even just write and say 
how much you miss Mailbag! 
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MILES BEHER SOFTWARE 


TOP 20 CASSETTES 


TOP TO DISKS 


TOP 10 ROMS 


Kick Off.. 

2.99 

Mission Shark .. 

2.99 

Draconus.SOLD OUT 

Rescue on Fractulas .... 

7.95 

Fred.. 

2.99 

Cavernia.. 

2.99 

International Karate .. 

. 4.99 

Pacman. 

7.95 

Tomahawk. 

2.99 

Joe Blade II. 

2.99 

Rampage. 

.... 2.99 

Desert Falcon.. 

7.95 

Colossus Chess IV. 

3.99 

Speedhawk... 

2.99 

Eternal Dagger.. 

.14.95 

Designer's Pencil. 

4.99 

Kickstart.. 

1,99 

180!.. 

2,99 

Silicon Dreams. 

.... 9.95 

Loderunner. 

7.95 

Yogi & Graed Monster.. 

2.99 

Arctic Antics ... 

2.99 

Trivial Pursuit.. 

.... 9.95 

Fight Night .. 

7,95 

Yogi’s Great Escape. 

2.99 

Henry's House. 

1.99 

Mig Alley Ace.. 

. 4.99 

Midnight Magic. 

7,95 

Masterchess.. 

1.99 

Head Over Heels. 

2.99 

Steve Davis Snooker 

.... 2.99 

Food Fight... 

4.99 

Piastron.... 

2.99 

World Soccer... 

2.99 

Zaxxon . 

. 2.99 

American Football. 

7.95 

Fruit Machine. 

2.99 

Grand Prix Simulator 

2.99 

Smash Hits 7. 

. 2.99 

One on One Basketball. 

7.95 


GAMES 


Cass Di$k 

Spy vs Spy Arctic Antics . 2.99 3.99 

BouldErdashi 2 .................... 2 99 S.99 

Trailblazef . 9.95 

Touchdown Foothall . 6.99 

SpiitireilO . 6.99 

Preppifi 2 .. 4.39 

Colossus Chess 3 . 4.99 

Joe and the NudEar Caverns 4.99 

Alley Ace ... 4.99 

N^hft Mission Pinball . B.99 

InlErnational Karate .. 4.99 

Pllslop [I ... S.99 

Atari Compilalign . 4.99 

(5 games - Star Raiders, Tennis etc). 

Bop Wreslie ... 4.99 

Joi*y Wilson's Darts . 4.99 

Ohostbusters ... 4.99 

Nifija Comimndo .. 4.39 

Mountain Bike Hacer .. 4.99 

Pirates ot Barhary Coast .... 4.99 

Speed Ace .... 4.93 

World Soccer .... 199 

Zybex .... .... . ^ ,99 

Living Daylights . 2.99 

SmssbHit^iZ . 2.99 

Polar PieriE .. £.99 

Mr. Robot . 2.39 

Beta Lyrae .. £.99 

Afkanoid .. £.39 

Drubd . 2.99 

Crumbles Crisis ... £ 99 

Freaky Factory ... 2.39 

Laser Hawk ... 2.99 

Sidewinder.. 2.99 

Nuclear Nick ...................... 2.93 

Suostar .. 2.99 

Winter Events .. £.99 

Astrodroid . 2.99 

Beer Belly Bert . 2.99 

Hacker . £.99 

Plastron ..'.... 2.39 

Quasimodo .. £.99 

New York City .. £.99 

Spy vs Spy .. 2.39 

Steve Davis Snooker . 2.99 

Scooter .... 2.99 

Elektraglide ... 2.93 

Rocket Repairman . 2.99 

Blue Max ..... £.99 

Space Lobsters .... 2.99 

Nightmares .. 2.99 

Rnsen's Srigadft ... £.99 

Zaxxon .... 2.39 


PERIPHERALS 


ADVENTURE STRATEGY 


BUDGET CASSETTES 


Flight Sim. Scenery Disks 

Wos 1-7 each ... 

Ouestron .... 

Field of Fine . 

Jinxter .. 

Time Magik 


Cass. Disk 

9.95 

9.95 

7.96 
9.35 
9.95 

Ingrid's Back ... 11.95 11.35 

Knight Ore .. 11.9511.96 

Cloak of Death ... £.99 

Gunslingrer .. 3.95 

Eternal Dagger .................... 14.95 

Theatre Europe 11.95 

Panzer Grenadier .. 16.95 

Battlecrusier . 16.95 

Warship .... 19.95 

Vietnam .... 9.95 

Decision in the Desert .. B.99 4.99 

Cnlnssus Chess 4 ... 3.99 4.39 

Kennedy Approach .. 

Hie Count .... 

Pirate Adventure .. 

ScaFwghiist .. 

Silioon Dreams .. 

Jewiels of Darkness ............ 7.95 


6.99 

4.99 

J M 

12.95 12^95 
7.3S 9.95 


9.95 


Super Huey ... 

lancetol .... 

^rgun 111 Ch^ss .... 

Knights £?f itie De^rt .. 

Nato Cernmander ... 

U.S.A.A.F... 

Trivial Pursuit .... 

6.9B 

11.95 
6.93 
9.95 
9.95 

14.95 
9 95 

1 XL'XE CARTRIDGES 1 

Missile Command .... 

.. 7.95 

Star Raid 0 rs .... 

...... 7.95 

Americin FDOthall ... 

. 7.95 

Footl Fight .. 

.. 4.99 

Loderunner... 

.. 7.95 

Bamyand Blaster (Lightgun) .. 

. 7.95 

One on One Basketball . 

. 7.95 

David's Midnight Magic . 

....... 7.95 

Arclion .... 

.. 7.95 

Rescue on Fractulas. 

....... 7.95 

Moon Patrol .... 

7.96 

RoOolion 2D84 . 

.. 7.96 

Dreadnaught Factor 

7.36 

Designers Pencii ... 

... 4,9f9 

Baity Speedway ... 

. 7.95 

Eastern Front 1941 . 

. 7.95 

1 utilities I 


Atari CXBOM-ball^l m 

Atari CXaOM-ballSI'STE mi 

{Direct FDOUse replacernerit} 



Disk 

Mini Office II . 

.14.95 

Atari Writer Plus .. 

.29.95 

Planetarium .. 

.16.95 


Zsppelfn 

Frad ... 

Cav^mia .. 

Stack up ... 

Mission Shark .. 

Mirax Fares .... 

World Soccer .... 

Ptkfinlom .... 

Zyhax ...... 

SpBsd Ac4i ..... 

Las vegss Casino .... 

Fruirt MaabLna .. 

Sidewinder .... 

Fantastic $occBr .. 

K-enny Dalglish Socobt Manager 
Ninia Commander ...... 

eiinky's Sc^ry Siohoal ... 

Jocky Wilson Darts ... 

The Livifig DaviiOhtS . ... 

Mountain like Raiwr . 

Hi-T&c 

spy Spy. 

SpftDe Rider .... 

Yogi & Tbe Gretd Monster .. 

RuTT 'O' Hsddy ..... 

'Vogi'a Great Escape .... 

Byffl BBck 

Robot Knights ... 

Astrodroid ..... 

Speed Run ..... 

Space Labster ... 

Fighter Pilot ... ... 

□ read naught ... 

Space Wars ... 

PianBft Attack .. . 

Mad Jax .... 

RouleHe SimuFator .... 

Cosmic Pirate ....— 

Warcapter ..... 

Screaming Wings .... 

EjtplOdiOQ wall ... 

LiniB Devil .... 

Tomahawk .. 

C0(^rn99iBr^ 

Fruit Machine simulatar .. 

B.M.X. Simulator ... 

tr^ngmufar . 

Rfd ..... 

Grand Prix Simulator ... ... . 

Ad^anoed Pinhall Simulator . 

mx 

Gauntlet . 

FacrtbaillBr OF the Year .. 

Handball ... 

HU Squad 

Arkanoid . 

Head Over Heels .- ■■■■ 

Atlantis 

Air Restue ... 

Dawn Raider ... 

Pro Gatr .... 

Panih .... 

Leaoue Chaibenge .. 

Titan . ... 

PensDope Up .... 

Encounter .... 

Gunfighler ...... 

Crack Up .-.-. 

Survivors .. 


s.-go 

2.00 

2.90 

2.S9 

2.00 

2.00 

2.0s 

2.99 

2.90 

2.09 

2.00 

9.09 

2.93 

2.9B 

2.00 

2.90 

2.99 

200 

2.99 


2.99 
2 99 
2.00 
2.03 
2.09 


2.0a 

2.99 
2.99 
2.00 
2.90 
2.39 
2.90 
2.90 
2.90 
2 99 
2.09 
£.00 
2.09 
2.99 
£.00 
2.99 


2.90 

2.00 

2.90 

2.00 

2.90 

2.39 


2.99 
2.00 
2 09 


2.93 

£.00 


2.99 

1.99 
2.00 

2.90 

1.90 
2.00 
1.90 

2.99 
1.90 

1.99 

2.99 


1.90 

2.90 


AilBW&tive 

Sflccer .... 

Pro Mounlain Bike ... 

Atarfsoff 

ster Rstders . 2.19 

Speed ha^ . 2.39 

Twilight Warld .... 2.99 

Heartache . 2-03 

Thunderiox 2-00 

Aiiventuraaett 

10 Little Indians ..-. 2.99 

Secret Mission ... 2.09 

Arrow ai Death 1 . 2.90 

Arrow or Dea.th 2 . 2.90 

Golden Voyage . 2-00 

Mystery Fun Hause . 2.90 

Strange Ddyssey .. 2.09 

Wizard c-f Akyrz .... 2 99 

The Time Machine . 2.39 

Adverrtureland . 2-30 

Circus ... 2.09 

Escape from Pulsar 7 2.09 

Perseus and Andromeda .. £-09 

The Count ... 2.93 

Voaciao CaStte ... 2.99 

Wajiwork?, ...... 2.99 

FImbfrd 

Matt? Sl^tta .. 1.90 

MicroRhythm . 1.99 

Thrust .. 1.90 

PIffyars 

Stratosphere .. 1.90 

Tanlum .. 1.99 

Di!!2y Dice ...—.1.99 

BubWe Trouble .. 1-3^ 

Jae Blade II .. 2.00 

Mheettanmas 

PengLjn . 1,09 

Mr. Difl ... 1.09 

FMtball Manaaet 2.93 

Ctiuckw Egg .. 2.93 

Pogotran . 2.03 

Boglderdash . 2.90 

carls ...-.-. 1.90 

System 0 Pools ...-. 2.99 

TurlForm . 2.00 

Masfailrot7ic 

Masterchess -.-.-. 1.99 

Protector . 2.39 

Revenac II . ... 2-3^ 

Crystal Raider .. 1-00 

Amaurate ..... £ 09 

Vegas Jaekpot . 109 

Kikstart . 1.93 

Invasian .. 1.03 

On Cue . 2.03 

UstV$ .. 2.99 

Mutant Camels . 1.93 

Milk 1.90 

freneais . 1.93 

Panther . 1.90 

Sidewindef d . 2.90 

Oespalth Rider . 1.90 

Hofver Bovver .. 1.09 

MolecutB Man . 100 

Spaadzane .. 2.90 

Ninifl .-... 2.99 

GhOSibUStefS ..-. 2.39 

Henry’s House . 1.39 

laCl! . 2.00 

Bpmbfusicn . 1.99 



219/221 Cannock Road, Chadsmoor, Cannock, 
Staflordshire, WS11 2DD 
Telaphone {0543) 466577/B/9 


Adil 50p to orddr$ less than £ S.QO. All prices correct at 
time of I Ding to prsss. Access or Vl$0 OrtloiriE walcamB. 

Plaasa add £1 per ilem for overseas 
PI Base make Cltoguos or Pdstal Orders payable to 
■MILES BETTER SOFTWAHF^ 
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VIKING CHILD 


L YNXGAMES 



John Sweeney skips 
ojf school to check out 
loads more Lynx games 

Tfie nety Lynx 2 is in fhe shops nouJ ■ smalier and 
cheaper siiould be able to get fbe basic mochine/or 

iceii under £} 00} lyifh a neui’ button to turn oJf the 
backlight UJhen you pause so that the batteries don’t run 
doLon. Ttie nanpe of games is afso increasing rapidly - 
oLjer 50, and more on the way! Here are some of the 
latest. 


BLOCK OUT 

A brilliant 3-D vension □( Tetris! At the simplest Iwel the 
pieces are Just three or four cubes Joined together in a single 
Hat plane so that the^^ are easy to see and manipulate. You 
have a bird's eye view of the pit and plent^^ of time to master 
the simple controls which allow you fu rotate a piece In any of 
the three dimensions and move it In any direction - It takes 
two minutes for a piece to fall at the slowest level. As usuah 
compkLlng a layer gets rSd of that layer and earns you lots of 
points. 

The blocks are transparent as they fall so that you can work 
□ul where to place them but when thej^ land they change 
colour to show which levels the various pieces have Tmished up 
on. It Is carefully designed to make It as easy as possible for 
you to see what is going on. You can change the depth, width, 
and length of the pit, the complexit^^ of the blocks and the 
speed of falliTig. The Basic Blockset has all the flat shapes plus 
some with bits sticking out so that they are truly 3-13. The 
Extended Blockset Is ev^en wnrse - bigger pieces and bits 
sticking Out ever3.^^here so that some of them can't lie down 
Hal at all! Some of them you have to turn ov^er a coupk of 
times just to work out what shape they are - by which time It Is 
probably too Jatef 

Three preset options (Flat Fun, 3-D Mania, and Out of Con¬ 
trol) provide standard games for you to uy. Or if you are really 
suicidal you can use the Extended Blockset at full speed - just 
2 seconds to drop all the wayl You won’t last long1 
\Ti;RY addictive - highly recommended! 


Viking child is a platlbrm/adventure game. You have been 
called In fulfil a prophecy to defeat the evil god Loki, Each lev^el 
Is a large maze you must fight your way through. The first is 
fairly straight-forward. Just going from left to right but in later 
levels the route becomes much more complicated. In each level 
you must defeat Lokf’s apprentice (the end of lev^el monster), 
get the key, and unlock the door to the next level- 
As in all platform games there are hundreds of nasties 
attempting to kill you. Defeat tliem and you will get either 
points or money to spend on extra weapons, special powers, 
lives, or health - as long as you can reach a shop before you 
die! Time is also against you - every time the sand drains from 
a dny hourglass you lose a bit of health. Falling doesn’t harm 
you, but if you fail too far you viill be stunned for a moment 
and defenceless against the monsters. 

Alter every couple of levels you get a code so that you can 
restart from that point instead of having to pJay through the 
early levels over and over again. 

Highly addictive, Viking ChUd will having you airing to get 
Just that little bit further each time you play. 

WAR- 

BIRDS 

Warblrds Is a World War I flight simulator for one to four 
players; the sole objective being to blast your opponents out of 
the sky. As a solo mission you have a choice of six levels, 
varying both in difficulty and In the number of enemies coming 
at you. You can choose between unlimited lives and ammuni¬ 
tion or a specific number of each, In the multi-playerversion 
you just have to shoot the hell out of your filends! The controls 
allow you to steer the plane, shoot your enemies, and also look 
around you to tiy and spot Incoming enemy aircraft. 

There Is no new-fangled weaponry In Warbinds, all you have Is 
a machine-gun as you would have bad in World War 1. You can 
cut your engines to decrease airspeed and to prevent enemies 
finding you by the noise of your engine, you can also duck 
beneath the cloud cover, or even go into the clouds! If working 
on limited ammunition It is possible, but not easy, to land and 
replenish your supplies, but don’t stay on the ground too long 
- you are a sitting ducki 

The flight graphics arc excellent falfhough a tiny bit Jerky in 
places) with superb digitised pictures of the pilot as he 
crashes! Very easy to control and great fun to play! 


S.T.U.N. RUNNER 

S.T.U.N. Runner Is a dne-player racing game, set in a Subter¬ 
ranean Underground Network. All the levels are played against 
the clock, so you muat keep moving all the time. You just steer 
left or right, but to maintain speed you must drive along the 
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sides of the bends and since many of the routes are 
enclosed tunnels this can mean you end up dmlnu upside 
do^vn on the ceiling at times f 

Unfortunately there are other ears In your wtij [blast ‘Citi with 
your lasers!) and planes dropping bombs on you. Whenever 
you hit anjlhlng you slow down, wasting valuable seconds of 
the very tight Ume Umlt. There are useful objects in the mazes 
boost pads send you whizzing off at incredible speed, ramps 
fling you into the air, and If you collect enough stars you gain 
the ultimate weapon the Shockwave, which sends a wave of 
destruction down the tunnel, killing all the bad guys in sight! 

S-T.U.N- Runner's graphics are veiy^ good, and move at a 
breathtaking speed. There are hundreds of excellent sound 
effecLs, ranging from a '‘clang’ sound as you hit an armoured 
drone to a voice which gives you advice. As you progress In the 
game, the leveJs get larger and more complex, and you usually 
run out of time just as you see the finish line. Every five levels 
there is a ‘'challenge level"', where you have to perfonn tasks 
such as collecting a certain number of stars or boosts. Once 
you are experienced you can dive straight in at level 11 and 
avoid the earlier levels. STUN Runner is a VGiy addictive game, 
which brings you back for ‘'Just one mure go'^ time and time 
again. 


Option 2 for an overhead view of the level. The main action 

takes place wiih a view ahead and you need to keep your wits 

about you as you race through the maze dodging and firing LO 

avoid dcatfi while picking up money, keys, energy' and power- 

ups. Your energy is iimlted and drains away over time so you ] 

must keep moving. There are multiple exits from some levels | 

so you can warp quickly up to the higher levels where you will * 

meet the deadly Master Xybots. 

Some of the enemy are easy to kill, others take many shots to 
destroy, some are armoured and only vulnerable when they 
are about to shoot you - the timing of waiting, filing and 
dodging is crucial? 

The early levels arc vciy easy, but they soon get eomplicatcd I 

with teleports all over the place and klllef robots hiding behind | 

comers - and of course your money starts running out so you 
can’t afford the mapping equipment and life gets rather hard. 

A compass would have been nice as it is easy to get confused 
about which way you are facing, and a option to restart at a | 

higher level would have been nice, but Xybots Is an excellent 
game with lots of nice features. 

AWESOME GOLF 


TURBO¬ 
SUB 

High-speed shoot-em-up 
above and below the waves. 

Just steer (in any direebonj 
and shoot as fast as you can. 

If it moves shoot It, If It 
doesn’t move dodge it! "TTie vlew^ Is straight ahead Irom your 
cockpit - Just travel forwards as fast as you can. when DfVE 
flashes dive and collect as many gems as you can, while still 
shooting and dodging at high speed. 

There is a wide vaiiefy of enemies and obstacles - some shoot 
you, some crash into you, some make you crash into them! If 
you survive long enough you get the usual end-of-level mons¬ 
ters and then a shop where you can spend your ill-gotten 
gains. A fully armed ship with mulU-blasters, rapid fire, range 
missiles and mega bombs can do an incredible amount of 
damage, but I found one of the most useful items to be the 
tracking device so that you can spend more time worrying 
about dodging and not have to worry about trying to aim as 
wellE A two-player option allows you to compete for the high¬ 
est score. 

Great graphics and sound effects, fast and furious action - an 
excellent game! 



This Is brUllant! A superb Implementation of golf on such a 
tiny system! 1 to 4 players on a choice of 3 courses. You can 
practice any hole or try out the driving range before you start 
the actual match. You can choose how strong a wind you w^ant 
(drifUng clouds let you know which direction it is blowing). 

Tlie graphics are great and the controls allow you to scan any 
part of the hole and zoom In to any part of It to see the detail of 
the terrain. It's all there - the rough, the fairway, trees to 
bounce off, sloping greens, water hazards, bunkers, eveiy- 
thing. 

You can ask your caddy for advice on which club to use, 
select your club, take aim and then make your shot in the 
usual Computer golf style - press the button to start your 
swing and a bar moves up and down, press again to co-ntrol 
the strength of the swing and again to try and control the exact 
direction - too early or late and the ball will veer off to the left 
or right. 

In the mu 1th player version you can give handicaps to allo’iV 
for weaker or stronger players. 

An excellent version of golf - thoroughly recommended to all 
sporting fans! 



SUMMARY 


XYBOTS 

Another shoot-em-up, but with a bit more thought about it. 
Each level is a maze you have to find your way through - if you 
bought the right mappers at the last shop you can, press 


Generally the Lynx games continue to maintain a very high 
standard and now^ cover a veryr wide range with something for 
eveiy^one. My personal fa^^ourite this time w^as Blockout, but 
they are all worth, playing. Recommended Retail Price is 
£29.99 each, but you should be able to get them for a few 
pounds less if you shop around. 
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TURBO BASIC 



This is the continuing story of the devastating 
cuboid/spheroid wars. You play tlie part o f the last 
sphere-warrior that Itas been sent to the planet of 
the cuboids with the solitart) aiin of destroying the 
mega-cube which is (Ilf? sole supplier of ali (he 
cuboid's power, if you succeed in your mission, then 
the massive poiver drain, caused by the Uluminated 
planet the cuboids live on. Loili cause the planet to 
shut-down and thus disable the cuboid-warriors 
forever. 


TYPING IT IN 


First load the excellent utility Turbo-Basic by Frank 
Ostroivshi and then type oat the listing. When you 
l^avejlnished typing out tfie pioyram and haue 
e/iecfced it. compile it usiny flit? Turbo-Basic 
Compiler. 

To conlrol (he spheroid ship you must use ajoys- 
ticfc in port tuK> to mooe in 8 directions and the 
fire-button fo shoot (he meya bncfc and the oncoming 
drone cubes. 


by Darren Knowles 


en 1 . REH . .’flllFrtmmm iltm 

lift 2 REN n PLOCK fiUSttR tt 

ON T REM W by tarren Knf>Wl tt 

RC 4 RCtf a Turbo e^sic tt 

NC 5 HEM a - -jj 

CD 6 RtM a NEH ATARI U3ER " JUNE '32 H 


f pi 

G3 


7 REM mattm i injujMtm 1 1i i Htrnmtttftmmtt i nintt i t 
0 REM 
10 REM 

EU 20 DfitA 160,3t >6, 163,7,^2.32^228^1 

04> 36>173,73,6,141,73,6,76,38,228,120 
PR 30 DATA 72,152^72,138,72,166,208,224,2 
0,208,4,162,0,134,208,169,6,141,24,208 
CE 40 DATA 173,79,6,141,10,212,141,26,20^ 
, 236,79h 8.. 238,79,6,230.208,104,170,184 
MZ 50 DATA 168,104,64,104,162,6,104,14?,2 
20^ ,16,260,160,?^16 3^0,145,222,136, 

1?2 

BH 60 DATA 0.208,249,182,220,240,11,100,? 

, 177,. 2Z4,145,220,136,132,0,208,247, 36 
EN 70 REM 

RI 80 FOR A=1616 TO 17lb 
IT 30 HEAD 0ATA:PPKE A,0ATA 
OP 100 NEHT A 
C6 110 REM ■ 

IP 120 REM 
142 1^0 6RAPHIC3 23 
Lhi 140 POKE 788,10 

KU 150 POKE 709.8iPOKE 7£0,32 

LP 108 POKE 553,0 

OH 170 POKE 16,64:POKE 53774,64 

JD REM 

GD 1?0 DL = PEEK t560H-256ifPEEK C561> 

2R 200 REM ■ IMMA'M ^fclJ iAM 
05 210 POKE DL43,PEEK£DL+3J-11 
AU 220 FOR A=6 TO 99 

POKE DL+A,141 
A 


5ET UP GRAPHICS MODE 


MS 230 
CV 240 «EKT 
KJ 250 HEM I 
UG 260 FOR A 
PZ 270 
TO 200 
HM 2?0 
UE 300 
QS 310 
MF 320 
3 

CM 330 NEKT 


DRAH TIfE GRID 


10 Tt) 80 STEP 10 
COLOR 1:PlOT 0pA 
DRAHTD 153,0 

PLOT 0,A+l;DfiflHT0 15?,A+1 
COLOR 2 

PLOT 0, A-l-2 il>RAI4T0 1S9,AF2 
COLOR 3:PLOT 0,A+3:DRANTO 15?*A+ 
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VK 340 FOR A-3 TO 15? 3TEP 
PC 350 COLOR l:PLOT fl,2 

LT 360 DRAHTO A,89 

K6 570 PLOT A+l,2TDRAWTa A+i,63 

TR 380 COLOR 2:PL0T A1Z,2:DRAMT0 A+2.03 

NL 330 COLOR 35 PLOT AF3,2:DRANT0 0+5,8? 

C? 40Q NEHT A 
CP 418 REM 


SUITCH 0 


HT THE COMPUTER FO DLJ 


MAKE THE COMPUTER THINK THAT 


APHICS MODE ZERO 


SWITCH OFF CU 


mum 


DEFINE THE PLAYER/MlSSILES 


CK 420 M-U5RC1616? 

450 REM masss 

5E 440 POKE 512,1O0:POKE Si3,&:P0KE 54286 
,192 

AG 450 REM 
HP 460 REM 
jy 470 POKE 87,0 
FO 400 REM 
KA 490 POKE 752,1 
RV 500 REM 

T5 510 DIM ALIEHlif Cil J , ALIEM29 Ill* , AL1EM3 
^ till,SHIPS till,MI5SS till ,DI555 tll01 
SC 520 ALTENi^ = >«»li ;^ ! K13]*" 

ZK 530 ALlEN25^"PU^i^ 

GS 540 DISS$ €13 ="*V|1111UJJJ" 

XH 550 DI555 

AH 560 DISSS C233 

AH 570 DI5S4: t34i 

JG 580 DI55$ £453 ="lU2lSl£ljSI3" 

QH 690 £563 

TO 600 DI555 £673 ^- 

DE 610 DI55$ C703 If" 

ZE 620 DISSS <8 93 

T5 630 DI5S^£1O01=DISStf£1S 

TT 640 5HIP^™"**4W-<^U3< 

OA 650 ALIEPf3S = DI55^ fl , 11? 

ZH 660 MIS55^ = ^^»P«^»mpPPP'' 

UJ 670 REM 


SET UP THE PLAVEH/MISSILES 
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BLOCKBUSTER 


KL ti80 PJi.:PE:;eK f loej-24 


PL fl¥EH2^^AV^- ;ft1S AST=;PLAYER2t AY 

HP POKE 54Z79,PM 


YH L360 FHDPEar: 

ZX 700 PMBft5E=PHW2S6 


YA 1360 --- 

FI ?t0 FOR OLt'flRpM-0 TO 1&7T:P(IKE PMBOSE-I 


AO 1370 PPOC Al TEN? 

CLEORPM^0:HEMr CLEOHPN 


OH 1300 HEM 

SO 720 POIKE SS9p4b 


Lfl 1390 1> AKI<K IHFM AHJ AKI>8,5*5PP 

IH ?30 POKF 623,1 


ON 1400 TF AH1>H THEN AHi=AMi-0,S-SPD 

TH 740 Pe>^<E ba^?7,|:P0KE “172 


TP 1410 IF AV1>V IHEH AV£-A¥1-0.5-5PD 

bOj J :POKE 53Z5?,3 


NN 1470 IF AV1<¥ THEN AVi-AVltfl.S+SPB 

SL 750 gem 


ED 1430 POKE 53250,rtKl 

DJ 760 Pt0LO = I.4 ; PC0L1~32 : PC0L2 = 32 : PCOLSrl 


AS 1440 D-USR(1630,ftDfiCALIEN2$3,A2LAST, 

4 


PLAVER34A¥l> :A2LASTi P: AYER3 tAYJ 

»V 770 POKE 704,PCOLU:POKE 705,POOL 1 :POKE 


YZ 14S0 ENDPROC 

706,PC0L2:PQKF 707,PCOL3 


VC £460-^-- . . . . . . 

yV 7S0 POKE 53277,3 


At i47B PROC ALIEN3 

IMIII ■ PH'5 KEtfORY LOCATIONS 


7M 1480 REH 

C?C SOO PLflVEftl:rpH|iA5£+5l1g: 


HK 14^0 BH^DK4BHM:IF aH>£65 THEN 5HM--B 

¥T fllO PLAVlip2:;:PL4YERlT120 


MM 

20 820 PLAYER3=PLaVEG2Fi28 


FK 1500 IF 8H<S4 THEN eKK=-BHK 

ftU 030 PLA¥ER4-PLnVeB!I + A20 


HH 1510 B¥-D¥+BV¥:|F BV>57 THEM BYV^-BY 

FM 840 HX8SXLE-pri>Bfl5EF384 


¥ 

CV 850 RCH 


ItG 1520 IF BY<2± THEN BVV = -B¥¥ 

OZ 860 H=100:V=30:Lfl5T=1536:A1LSST-1S36SA 


H¥ 1530 POKE S32S1,BKSPOKE 707^BK 

2LAST=Jl53b; AY = 56 : AKizlZS ; AHi-i26 S AVl-Bb 


IT 1540 D-tlSp { LG80 , ADR (ALICN39) , BLA5T, P 

: MH1=:126 : MVl-a 


LAVEP4+BY1:BLAST=PLAVER4^BV 

OR 870 BM=126:8¥=56:eKH=-lfB¥Y=1 


Z0 1550 ENDPROC 

UH 800 MLA5T-1530:BLA5T=1536 


YE 1560 ----- 

UE 050 V5ET = 1 ; SCORE = 0 : EhlERGY=555 


HR 1S70 PRor FIRE 

CE 900 Fl|tet)=0 7H1T5 = 9 : NflVE^l : SPD = 0 ! SETMIT 


CB 1980 REH 

5 = 5 :C0L0UR-Z55 ! CVCLE-0 i IM£=:0 


JO 1550 IF VSET=:0 THEN GOTO 1620 

UP 510 ^TII^TiO 1 GOTIHE-0 


ZO 1600 HVPOS=VSHH=N+S:VSET-0 

520 HEM ■Sr!li;||giTj^|i|)| 


SB 1610 POKE 77,0 

PC 530 ------i- 


TV 1620 IF FPER-7 THEN HK=MK+4+9PD 

RO 949 EXEC TITLE 


51 1630 IF FDEH=11 THFN HH-MK-4^5PD 

PG 550 —------ 


LG 1640 IF FDER=:£3 THEM MVPOS-MYPOSt 4 »S 

GP 5^0 ENEC ^PHCRE 


PD 

KJ 97U EKEC OLIENl 


RQ 1650 IF FDER^l* THEN MYP05=M¥P0S 4-S 

LA 500 EKEC 0LIEH2 


PD 

LH 550 CKEC ALIEN;3^ 


82 1668 IF FDER:i6 THEN HVP06 = rtVPQ5-4-5P 

TO 1000 IF FIRER=i THEN EKEC FIRE 


D iHtf-HH + 4 + SP^ 

HH £018 EKEC COLLISION 


OL 1670 IF FDEft=10 THEM HYPOS-MYPOS-4-5 

GP 1020 EKEC TIME 


; HK = MK-4"SPD 

ME 1030 tF GOTIHE-I THEM EKEC JIVSLZ 


WF 1650 IF FDER-S THEN MVP OS^tlYPOST* FSP 

KO 1040 --——---- 


l> 1MK = MM44I^SPD 

KV 1050 IF CVCLi=l TMEN EKEC COLROT 


Gft 1650 IF FOEP=5 THEN MYPOS-MVPOSF4+SP 

Mil £060 ---— 


D:MK=MH-4-5PD 

TIi £070 GOTO 560 


MU 1700 IF MK<20 OR MM>22« TMEH 1720 

YA lOSO -- — --- 


EF 1710 IF MVPOS>-^ AMP MYPOS<122 THEN 

MR 1050 PROO SPHERE 


GOTO 1740 

Mill 1 1 ■ PLAYER ONES' MOVEMENT 


TP ±720 YSET=1^FIRE&TO 

AN 1110 5TICK=:PEEKt6323 


f?U 1730 0-USR (1600, ADR (MIS , MlAST ^ 0? ; 

BK 1120 IF FIKEB-l THEN 11*0 


POKE 53252,0; GDI 0 17Sf) 

HH 1130 IP STAtGC0j-O AND l>PH<>t5 THEN 


TZ 1740 POKE 5325^ , MK £ PrilSR (1600, ADR (Ml 

FIREP=1rPDER=DER 


SSSi , HLAST, MJSSTLet«YP055 S ML AS 1 -Ml Ss 11. 

NO 1L40 IF STICK=7 ANB K<19« THEN K^H^Z 


E^-MYPOS 

-S+SPD 


ZF 1750 ENDPROC 

OA 1150 IE 5TI€K=11 AND Sf>48 THEN 


YI 1760 ---- — 

.^-5PD 


CS 1770 PROC COLLISION 

5F 1160 IF 5TICK=13 AND V<58 THEN ¥“¥+^ 


Z5 1700 REM MO; 1 riWAhTir*4r5i4*l'w 

. 5 + SPl> 


DE 1750 IF PEEK£53260^<>0 THEN EMEC SPH 

LQ 1170 IF 9tlCK=l4 AMO V>20 THEN ¥-¥-2 


EREMIT 

,5-5PB 


OG 1600 IF PEEK £532563 :i2 THEN WKFV AlHT 

GP 1166 IF 5TICK=5 AKB V<5S AND H<158 T 


T 

HEM K-K+2.5+SPD1Y^YF2.5+SPD 


RN 1010 IF PEEK £53:2563-4 THEN EMEC A2HI 

DE 1190 IF 9TICK=i9 flNO V<98 ANR K>48 TH 


r 

Ell «^K-2 - 5-5PP ; Y=Y + 2 - 5 + 5PD 


HO £020 TF PEEK£532S63-8 THEN EKEC A3HI 

EK izeo IF 5TICK=6 AND V>20 AND K<198 I 


T 

HEN Y = V--2 , B-SP& J H = H + 2 . S+SPn 


UR 1030 IF PFEK(532563<>0 THEN POKE 532 

H« 1210 IF STICK=:I0 AND Y>Z0 AND K) 48 1 


76 > 0 

HEN Y=Y-Z,5-5PDJK=K"2,5 SPD 


ZE 1040 EKDPHOC 

JO 1220 DEft=STICK 


VM 1650 ------ 

HD 1230 POKE 


AN 1060 PROC SPHEREHIl 

C5 1240 D-U5RC1600,ADR(SHIPS1,LAST,PLAV 


SPHEROID IS HIT RDUTIHC 

ERIIYJ:LAST-PLAVEftl+V 


KK 1360 FOR fl=l TO 2;SOUND 0,200,10,^5: 

¥0 12S0 ENDPROO 


POKE 704,A:SOUND O,20,10,15:HFKT A'POK 

KV 1260 ------- - - -- 


E 704,PCOL0 1 SOUND 

ZJ 1270 PROC ALIENi 


SY 1060 POKE 53278,0rEMLRGV^EHFRGY-5 

UT 1280 BCM VtTVil‘4^tfilMMANTrOlU4! 1 h 


UN £000 EMEC ENERGY 

cn 1290 IF AH<M THEN AK=AK«1FSPD 


VM £910 tnvPpQC 

GH 1300 IF aK>H THEN AK-AH-l-SPp 


VA £620----. 

Efl 1310 TF A¥<¥ THEN AV-AV+l+SPD 


NV 1S30 PROC AlHIT 

JK 1320 IF AV>V THEN AYtAY-I-SPD 


VU L940 REH gil^<4!■!».41IIfc!£M 

MT ±330 POKE 53245>AH 


HJ 1.998 FOR A=40 TO 00; 90UHE) 0,A,Z,19:P 

GA 1340 OnUSR(1880,ADR tALIEHI^} ^ AlLAST^ 





continued ** 
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BLOCKBUSTER 


QKr, 705,ft;HEKT ft ^ POKE 70b ^ P COL 1 ^ 50UND 
V0 POKE 53273,0:ftK-EH +13 

BO 1970 MK-0;PdKE 5 3 , O : V^iE f i 0 i J>-USft f 

ibUH , flOR . ML OT. t, 0| l ML. ^ 1-15 30 


D7 1?0O 
ftp ±990 


bC0RE"5CQPE+b 
EMEt rilT-i 


VP ^000 EHOPROC 

HC 2010 --- 

Hft 2020 PftOC ft2HlT 
KfU 2030 REM 

TK 2040 FOR ft-4e TO 60 J 3OUN0 0,,^.2.i5:P 
OKE 70G,ftrriEkT ftiPOKE 706,POOL2^SOONP 
PP 2050 POKE S327B, O : flHl = B«+l3 : ftYl-flYI-J 
au 2000 MK-0;POKE 53252^0:Y5ET-e:f 
1000,ftDR tMI5S$3 ,MLfiST,03 1MLft5T = ±536 


1>F 2070 
liJ 2ft00 


SCORE-SCORE+S 
EKEG HIT5 


ZE 20?O EHDPROC 

XF 210 0 ---- 

OB 
JO 
ftft 


2110 PROC a^HIT 


2120 

2130 


THE BLOCK IS HIT 


REM 

FOft a-SO TO 0^ft,2,^iS!P 

RKE 7&7,fi;WEHT fl^POKE 53270,0;POKE 707 
,Pe0L3!90UNO 

fl« Z140 MK=0^POKE 53252,eSVbETrO:O-USRf 
itaO,^ ftDR pMLftBT^OI ! t<Lft&T;=±!p.3t 

B7 2150 5G0RF«9CQRE^-tO ; HITS=HXT9-1 ! e.HEC 
HXt9 

YH 2160 ENPPROC 

Yft 2170 ---- 

QH 2180 PftOC KITS 
IS tx3& pf;H 

2200 POSITION S,0:7 HITS 
TR 2210 SHP-9-HIT5 

KS 2220 TF Klt5<l TH^N |> = U SR £1^80 ^ ftPP t A 
LIEH3SJ > BELftST, 05 ; EKEC HftUE 


KH 2230 


ftLlEM3$-0i:SS5 tSHPiiLlH^i) 


YT 2240 EH&PROC 

XH 2250 —--- 

BM 2200 PROC EN^RCV 
QT 2270 
DP 2200 
CJ 2290 


THE ENERGY ROUTINE 


REM 

PftSXTIOH 35,0!? ENEflGVj"*'' 
IF ENERGYCS THEN EXEC DEAD 


VJ i^Sdfi f=NPPpOC 

KM 2310 - 

OG 2320 PR0C DEAD 


HH 2330 
ST 

ftN 7350 
YE 2360 
MS 2370 
ftO 2300 
YH 2^90 
CO 2400 
HD 2410 
PP 2420 
MZ 2430 
E GAME 
CN 2440 
PU 2450 


THE SPHEREOIO IS DEAD 


REN 

FOR A:pl TO 255 

SOUND 0,AH12j15;POKE 704jA 
NEXT A 

FOR A-Z55 TO 1 STEP “1 

SfItJHD O, A, 12,15 1 POKE 704, ft 
NEXT ft 

SOUND 0,0,0^0 
POKE 710,11 POKE 709,1 
S0IIHP 1,0,0,0 
POSITION 0>0;? " 

IS OMEH 
EK£C FAD^ 

POSITION 0,0:? 


TH 


THE SPHEROID 


5 HftUE LOST THE BATTLE 


CT 2460 
OO 2470 
HILL 
CZ 2480 
OG 2490 


EKED fade 
POSITION 0^0;? • 
BE FOREVER RULED 
FKFC FADE 
POSITION 0,0!? ■ 


THE UHIUERSE 


Y THE CUBOIDS 
CD 2500 EKFO FftpE 

Q& 2510 POSITION 0,05? ' 

OUR SCORE IS 
CJ 2520 EkEC FftDC 

FH 2530 POSITION 0^0;? ' 

Z4 2540 POSXTlIiN 19,0;? 

C9 2S50 EKEC fade 

EC 2560 POSITION 0,0S? ' 

PRESS START 
CV 2570 EKEC FADE 

KB 2580 GOTO Z51B 

20 2590 tNDPPO^ 

KP E600 -- 




FP 2610 
HV 2620 
OJ £5^0 


PROC 

REM 


TITLE 
¥1TW^ 




POSITION 0,0:? 


BLOCKBUSTER 


BY D-KNDHLFS.GJiL4tf:»M3:ill^- 
MJ 2640 SOUND 0.171,2,15 

Mis 2650 FQH fl-255 TO I STEP 1 

EG 2660 PUKE lbl4,ft;PftUSE 0.2 

OL 2670 IF PEEK£532795<>7 THEN 2700 

Yft 2600 ft 

AC 2690 GOTO 2650 

DM 2700 SOUND 0,0,Q,01 POKE 1614,0 
TO 2 710 P03:[TI0N 0^0 

IP 2720 ? H1TS#9*, 




.P0HEn*55C* ‘ 
ZA £730 FHDPftOC 


HEN HAVE ROUTINE 


YD 2740 - 

ND 2758 PROC 
FU 2760 
Kft 2770 
FG 27S0 


l4ftUE 

REM 
SOUND 

WAVE --HftME + 1: SPD = 9P0+0 - ^ ; SCO PE-S 

COfiEFSO 

IL 2790 POSITION OpO!? 


2 


RU 2800 POSITION 0,Ol? 

RK 2010 FOR A-0 TO 141PftU* 

POKE 710,A 
NEXT A:PAUSE 10 

FOR ft=14 TO 0 STEP -ISPftUSE 2 
POKE 71D,a]NEKT AiPftljse iO 
POSITION Oj0;POKE 710,^2 
? H1TS«9« , 

, POWFPB^'j eNERGY41$0 j -**-« 

Df 2600 HITS^^SETHITS 

ENERGY™EHERSY+150 
IF HAME>4 THEN GYCLE=1 
ALIEN3$ = DISS$ Cl, 115 


BLOCKBUSTER 


UG 2820 
TH 2038 
KT 2640 
PN 2850 
GF 2860 
JC 2870 


LJ 2090 
XU 2900 
OP 2910 
ZB 2 920 ENDPftOG 

YE 2930 —-,-- 

GL 2940 PROC COLHOT 

SB 2950 REM wEsnsomssssEmsM^^ 

SJ 2968 GOLOUfinCOLOUR-’l :IF COLOUR<e THE 

H C0L0UR-2S5 

EL 2970 POKE ±514,COLOUR 
ZT 2980 ENDPROC 

YH 2990 ----- 

OH 3080 PROC FADE 
REM 

FOR a=0 TO 14 

IF PEEK C53Z795 07 THEN 3090 
POKE 709,A SPOUSE 2;NEXT ftrFftO 


GS 3018 

£5 mao 

RU 303Q 
B5 3048 
SE 10 
AH 3058 
YU 3060 
090 

OV 3070 
UB 3080 
UN 3090 
IT 3100 


FOR A=:14 TO 0 STEP -1 

IF PEEK C532795 07 THEN GOTO 3 

POKE 709,ftiPftUSF ^SHEHT A 
GOTO 3118 
POP 

POKE 710^32 SPOKE 709,8:EXEC RES 


TART;REM 
YJ 311ft ENDPRDC 


START AGAIN 


KN 3120 ---— 

FH 3130 FROG RESTART 
REM 

POSITION 0,0:? 


YG 3140 
FM 3150 


PP 3150 
CR 3170 
^I 3180 
8 

ZH 3190 ENDPROC 


FtlKE 709, a 1 POKE 710,32 

flLIEN35=rDIS5S 

POKE 559,ft:PAUSE 3!POP 


!GOTD 66 


HI 3200 ----- 

Kfi 3210 PROC TIME 

Dft 3220 REM 

Ry 3230 TME^TME+l+SPD 


cmmi: 


MS 3240 


IF TME>12e THEN G0TIME=1 


YK 3250 ENDPROC 

Yft 3260 -- 

NU 3270 PROC TIMEZ 
JC 1250 REM 

XU 3290 POKE 53763>174;POKE 53762,160 

EE 3300 STIME^STIHE + l,; IF STIME-3 THEN P 

OKE 53763,0;GOTlHE-0:STIME-O 
KD 3110 ENERGV^EHERGY-S;rHE=0 

VJ 3320 EXEC ENERGY 

YT 3330 EHDPROC 
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Almost all programming 
involves maths at some 
stage but how many of 
you know how to use all 
those obscure maths 
functions? Ann O’Driscoll 
explains it all 


lifting J-S BLOCKS 


OS 102 ftEM 

GT 110 3: POKE 764^255:? PRf;5 

S 0 TO QUIT" 

HJ 120 H = INT «HHD <0|-»4O3 : RE?4 0 TO 39 
1>W 130 ¥ = IHT tRNP £03 «?0> : REH O TO 19 
AU 140 tRHD Ca>^t43+1 SllEM 1 TO 4 

HH ISS COLOR Z:PL0T K.YllE PEEKt:7643<>47 
THEN 120 

JT i&O POKE 764jN2t>5 : EHO 


STIHC 2 




(^R 200 REM 
0T 702 KEM 

VM 210 GRAPHICS 0:? !? ’-COMPOUHO INTEREST 

CALCUL ATlOHS^i 9 :? *«THE INTEREST RATE 
IS S PER CEitT" SPOKE 704,2SE 
20 220 TRAP POSITION 2,6:? ««IHPyT THE 

AMDONT: "J!INPUT P i IF P<* THE 

H 210 

JH 250 POSITION 2j7;? “'INPUT HUWfiER OF YE 
ARS: “V;;IMPUT T S IF T<0 THEN 210 
TV 250 POSITION 2^10:? "IF YOU lEflVE “";P; 
“ IN THE BANK*':? ““FOR 
T = i THEN ? 

KS 260 ? :? "YOU WILL GET ";P*£i ,h ^ i 

BACK":? 

VF 276 ? "ROUNDED^ " jlMT £ < P^* tl . 053 ajj+0,5 

J S ? 

JY 200 POKE 704j25SjEI*& 


I f you look up the lisL of Basic commands in yuur Atari 
manual, you'll acc that RND produces a random number 
between 0 and 1, dial ADS retimis the absolute (unsig¬ 
ned) value of a nuiutaer, that SQR gives the square root of a 
number, and so onr However, with the possible exception of 
RNDp you don't often see examples of the "Tnatheniatical'* 
commands in Basic progmms. This article attempts to give 
some Insight into the ways in which they might be used. 

RANDOM NUMBERS AND INTEGERS 


Taking EiND first, this is a command which gives you a 
rajidom decimal number between 0 and 1, You use it in the 
form KNU(n) where "n" is a dummy variable - i,e, any number 
or letter. Programs usually have "n" set at 0 [e.g. PRINT RNDfO) 
orX=RND(0)|. RND(,0) might sometimes return a value of 0 but 
it will nevTT gel to 1, However, raiidoiii numbers outside the 0 
to 1 range can be produced easily - For instance, RND(0)*6 will 
give a number in the range 0 to 5.099. 

We use the function INT to get whole nvimbers, as In 
INT[RND[0]*9), which gives a number between 0 and 8. Some 
other examples are given In Table 1,1 NT is short for integer 
part or whole number part and it always rounds DOWN to the 
next number, so INT(3.9)=3 and lNT(^3.9)=-4, 

IJSTING 1 USES INT and RND to produce a random pailcm of 
coloured blocks on a Craphics 3 screen: LINES 120 and 130 
generate the column and row co-ordinates and LINE 140 picks 
a random colour register. Tlie block Is plotted in LINE 150 and 
tlie process Is repeated (l.e, goes bach to LINE 1201 until you 
press Q [PEEK(764M7), 

POWERS AND ROOTS 


For convenience, wv offcit wrilc lOxlOxLOxlO as 10^4 (10 to 
Lhc power of 4), 2x2x2x2x2 as 2^5 (2 to the power of 5), and so 
on. The Atari uses the "caret" symbol on the asterisk key to 
signify "ral^d to the power of. In general terms such as 3^n, 
S^n, etc. are known as EXPONEIVTIAL FUNCrflONS" and w^ 
call the power or index to which a number ig raised its 
EXPONENT. 

The computer always prints veiy^ big and very smaJl numbers 
in their cxponcnLlal form to the base 10 (L.e. 10 to tlie power of 
something];- For instance, 35OO0OOODO0O would be written as 
3.5E +11; Ttic "E" means its in exponential form and the 11 is 
the power to which 10 Is raised. [3.5 x 10^11 = 
3500000QOOOO), This Is sometintes called scientific notation. 

We reverse the power process to get the root of a number. For 
Instance, 6x6=36 so 6 is the square root of 36, 4x4x4=64 so 4 
is the cube root of 64, 3x3x3x3=Rl so 3 is the fourth root of 
81, and so on. The computer uses the SQR function to get Qic 
square root of a number. Tfiis takes the form SQR(nJ where n 
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Is your niimber. Higher rooLs - eubes, etc. don't, have their owii 
command taut they can be vvwked out easily enough - if you've 
experimented with fractions in the power funcLion, you may 
already have found that a number to tfie power of 1/2 gives 
the square root or that something to tlie power of 1 /3 is the 
cube root. In general, X to the power of 1/n gives tlit nth root 
of X. You can also use logarithms to work out roots, as 
outlined below. 

Powers and roots crop up a lot in maths equations - the area 
of a circle is related to the radius ssquared and the acceleration 
of an object is measured In metres per second squared, to give 
just, two examples, LISTING 2 shows how Lhc power fun{:t!on 
comes into play In w^orklng out compound interest sums: 
LINES 220 and 230 ask you to input the LnlLlal amount to be 
invested (called the principal P) and the number of years it is 
to be invested for (time, Tl. I’he final principal plus interest, 
displayed by LINE 260, is w^orked out using the fomiuia: total 
amount = principal^! l+r)"^time w^here "r" is the rate of hiiterest 
(fixed at 5% in this case). LINE 270 shows the amount in 
rounded form - it wajs mentioned earlier that the INT function 
always rounds downwards; if we add 0.5 to our number before 
appl^dng the INT function we can round to Oie nearest w^hole 
number instead. 


SIGNS AND ABSOLUTE VALUES 


SGN Is a function which tells you whether a number (say n) is 
positive (SGN{n)=l), negative (SGN(n)=-L) or zero (SGNtn)=0). 
ABS is a function which converts a number into its absolute 
vaiue, which simply means that It removes ttie minus sign if 
there is one. LISTING 3 showrg how these tw^o commands can 
work together in a game: LINE 310 draws an, orange box on a 
Graphics 7 screen. This is our space station. The green dot is 
the alien missile which starts of at mndom co-ordinates X,Y 
defined In LINE 320 - the IF THEN statement makes sure the 
missile is not In or too near the base before plotting. SGN and 
ABS are used to correct the course of the missile and make it 
home in oo the base: We look at the missile position relative to 
the centre of the screen/spacc station (row 80, column 40) and 
then adjust its co-ordinates depending on whether It’s to the 
right, left, above or below the target. It is pmbahty easier to see 
what’s happening here U you assume different initial starting 
co-ordinates for the missile and follunA^ them through step by 
step: Table 2 below does this, using 4 scenarios (A. B, C and 
D). Finally, LINE 350 erases the old missile by printing a space 
in its place, the co-ordinates arc adjusted and tho missile is 
reprinted unless it Is too near the base. The FOR NEXT loop 
tells the computer to go through the sequence 6 times, 

LOGARITHMS AND EXPONENTIALS 


A common logarithm Is the power to which 10 must be raised 
to produce a given answer. The Atari has a function called 
CLOG to find this. Fnr example, CLOGtlOO)=2 because 
10x10:= 100 CLOG(1000)=3 because 10x10x10=1000 
CLOG(10)-1 because 10x1=10 and CLOG(])=0 because any 
number raised to the power of zero equals one.^ 

You may tiotice from the aben'e figures l.hat a unit tncreavse In 
the index or log corresponds to a tenfold increase in the 
number. For this reason, statistical data - especially things 
which change m^er time, such as population growth - are often 
plotted on a leg scale (t.e. vertical axis shows the log of the 
valucsj instead of an absolute scale (l.e, when vertical axis 
shows the actual values) as this allows the proportionate 
changes in the variables to be seen:- If the rate of change Is 
constant, you'll gel a straight line when you join up the points, 


LISTING 3: LOCK S 


IMESSL 


OZ 300 REK 
OU J02 REK 

ftO 310 GRARKXCS ; COLOR LTFLOT 

TO S2^3&;aflAMT0 02 ^ 4 2 ; AUTO 70,4?? ORA 
MTO 70,38JCOLOH 2 

E O 315 ? C125} j IN ON TARGET DE 

He "'I IFOR COUHr = l TO & 

H€ 320 K = INr CRNO CO?#lf>01 : Y-tHT CRNACDl-kt^O^i 
1 IF H>77 AND M<83 AND ¥>37 ANO V<43 TH 
EH 420 

OA 330 PLOT YSKi=00-K:V1-40-Y 

HE 340 IF AB^$CKl>>ABS(YtI tHEH II2 = SG1I CK4.) 

LV2«5GNCY13»AaSeVi/HllIGOTO J60 
CT 350 V2 = SGliCV13 : H2 = SGIIiKll ROBS CKI^VIS 
BV 3G0 POSITION K,Vl? 1 K = H + H2 I V = Y4 ¥ 

tiXF k>77 ANO H<0^ AND V>37 ANA T 

HEN 360 

NK 370 GOTO 330 

KS 300 FOR Drl TO SO IHEKT 0 I KENT COUNT:EH 
R 


£F 400 R£M 
Qy 402 REM 

DW 410 GRAPHICS S:? :? *'USThG QOHMOH LOGS 

TO GET ROOTS'* 

X5 420 TRAP 410: POSITION 2^4:? "TMPtJ T A H 
UHftER^ '’;:JHFUT K 

XB 42S POSttTOIt 2j&i? “3NPUT THE ROOT VDU 
MAMTh use 3 FOR":? "'CUBES, 4 FOR FOUR 
TH ROOTS, ETC, "j:THPUT R 
UG 430 Hl = tLOG tAf5S CN? J : K2 = Ml/fi : k3-10^K2 
RL 440 ? :? **C0KKON LOG OF NUHOER 3 

HN 4Se ? "ANSNFR = ";K3:ENR 


if the rate of change is increasing, yniir line will curv^e upwards 
(called "exponential growtti"), and so on. 

You mviltJply or divide powers oJ Lhc same number by adding 
nr subtracting the exponents [c,g, "b'' cubed by "b" squared = 
bxhxta X bxb = b to the power of 5], Also, you get the nth mot of 
a number by di\dding the exponent by n (e.g. cube root of'd ' to 
the power of 12 is *'d" to the power of 4}. LISTING 4 uUliacs this 
last property to produce roots from niimbeiis you input, with 
the help of Itie CLOG tunc Lion. LINES 420 and 425 ask you to 
Input a number (N) and ttic root you want [R). LINE 430 gets 
the base 10 log (XL), divides this by the required root and then 
converts the answer back into an ordinary^ number, X,3 (this is 
called the antllogL You wUl see ttiat LINE 430 uses the ABS 
function to strip aw'ay the minus from the original number if 
there is one: As two negatb'e numbers multiplied togcLbicr 
gives a positive number, you can 't get the square root of a 
minus number. Wc use ABB to prevent an error message 
occurring in Uic program if N is less than 0. Incidentally, In 
maUis, a number to Llie power of -n is equivalent to the nth 
root (Le, to the power of l/n) so there is no need to convert the 
inputted root value In die listing. 

Common logarithms are sometimes called '‘BASE 10" logs 
because the^y deal with 10 to the power of n. You can have logs 
for other bases or exponential functions too - For instance, 
e=2x2x2 (2 to the power of 3) so 3 is the base 2 log of 8, e^n Is 
a special exponcnlial function in maths and logs to the BASE e 
are called 'NATURAL LOGARITHMS'. "e" (exponential e) is an 
liiQnite number which starts off at 2.718 and is defined as 
being equal to EXP[L), The Atari has two functions for ex¬ 
ponential e: LOG(n) returns the BASE c Icgjarithm of a number, 
n (i.e. "'e to the power of what gives dne answer n?") and EXP(n) 
giv-es e to the power of n- 

Ofic placre where yon n:iay have come across the log(n] lunc- 
tion already is in relation to shell sorting routines, Tttis sorting 
technique works by continually splitting the original group 
down Into smaller blocks and comparing the items In each. For 
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Instancep if you have 100 unsorted Items aiid use blocks of 20. 
then your sjhell soit compares - and swaps If necessaiy - the 
first with Oie 21st. the 2nd with the 22nd, and so on- When 
there are no more exchanges to be made, the hiock slKe is 
reduced and the process is repeated. While there are no hard 
and fast rules about initial block size, some numbers have 
been found to work better than others and one "good*' starling 
value IS related lo the natural logarithm of the Lotal number of 
Items to be sorted. LISTING 5, which puts a string oHetters 
Into alphabetical order, shows this In operation. LINE 520 
defines the initial block size fcalled "GAP") in terms of LOG.(26), 
as there are 26 items to be sorted. The FOR NEXf loop in 
LINES E540-570 does the comparing and swapping, using the 
string B$ to temporarily hold the item being moved down to a 
lower position. The swap flag is set (SW= 1) if an exchange 
takes place and in this case the loop is repeated, as further 
changes may result from the revised relative positions of the 
letters, LINE 532 successively halves the block size for tlie 
second and subsequent rounds of the sort: these come Into 
play when the exchanges for the previous round have all takeji 
place (LINE 580). 'fhe program ends when gap size falls below 
2 and the sorted siring Is displayed, 

PROBABUTIBS 

1’he maths functions - particularly powers - are used a lot in 
working out series of probabilities - The probability of an event 
happening i^ill always be a number between 0 flmposslble) and 
l (certain), ^irh the chance of any particular outcome depend¬ 
ing on the number of possible events. For instance, when you 
Loss n die Qicre arc 0 possible outcomes so the probability of 
getting any given number is 1/6: il you throw a coin there arc 
only 2 possible outcomes so the probabihly of getting heads is 
1 /2, So how do we work out the chances of getting 2 heads in 


a row's^ Well we know that die probabllltj^ of heads Is 1/2, If 
this happens, there's a I Jn 2 chance of getting heads on the 
second toss too, so the probabllit^r of getting two heads is 1 /2 x 
1 / 2 or 1 /2 to the power of 2: five heads in a row is 1 /2 to the 
poxi.'er of 5, or n consecutive heads is I / 2 to the power of n. 

If you toss two dice, you w-ould expect that the chance of 
getting a Lotal of 12 is more rcmoLc ttian sayn a 7, as there is 
only 1 way of getting a 12 (3+6) while 7 can be reached in lots 
of ways (3+4, 4+3. 3+1, 1+6. 5+2, 2+5). LISTING 3 shows 
results of tossing 2 dice 36 times: The figures along the end of 
the screen show the possible outcomes and the number of Xs 
shows how many times each sum was generated. While it is 
theoretically possible that 36 throws v^lll yield 36 double 6s (as 
each toss is independent of the others), on average we would 
expect only one total of 12 per 36 goes tl/0 to the power of 2). 
In fact, if you run the program a few times, you should lind 
diat die middling totals consistently appear more JrequenOy 
than the extremes. 

For the above reason, adventure games, simulations and 
suchlike often have events dependant on pairs of random 
numbers rather than Just one on the basis that something In 
between is more likely than complete success/failure. For 
instance, you might have a game in which the outcome of the 
hero's batUc with his opponent is detcimined by "tossing" a 
pair of dice, using a rouUnc like the one at LINE 630 of 
LISTING 3. If the odds are stacked against the hero (maybe 
because he has no weapon or the opponent is a dragon), you 
could use something like IF Z=2 OR 12 THEN ...dliero wins) 

This would be most unlikely, occurring on average only once 
every )8 turns (1/36 + 1 /36 = 1 /18). You can’t get the same 
effects with single random numbers, as each has an equal 
chance of being generated bfy the RND(0) command. 

CONCLUSION 



iK sae HEM p*Msi 
QH SSZ REM 

MM SJ.SI ORfiRHlCS Oi? ^' + RE5Ut_TS OF TOSSIHC 
£ &TCE 36 TIMES*'iP05JTXPN ^*Z 3 

4 5 6 7 9 ^ 4a li ±2'* 

OG 626 DIM SfIZ7;F0R H = 4 T6 12 2 S CftJ rO : HFfC 
T HSPOKE 762pl;F0R M-1 TO 36 
HE 636 K = 3:ilT rHNDr0J«(il+1 : V=IHTtRNDt0l*61 + 
L :7-K + V 

VK 640 ^ tZi+1 ! POSITION t *2+C ^-11 

,ia-S£ZI: ? 

Gil) 6S0 NEXT MiPOSlTrOK 2^ 21; POKE 75:2j0;EH 

p 


The aim of these notes was to demystliy the more obscure 
mathematical functions and also to give enough Information 
on maths in general to help you put the mini:erica] commands 
in some sort of context when you come across them in prog¬ 
ram listings. 1 hope I have at least gone some of Lhc way 
towards doing this. Of course. If you rush off now to use some 
maths commands in your own programs, so much the better! 


TABLE 1; RANDOM NUMBERS WITH INT AND RND 

Number range 

How to get It 

0 - 0 999 

RNO(D) 

0 - N *0.199 

RNO{0)*N 

0-19 

INT(RND(9)*20) 

1-20 

INT(nND(0)^20)+1 

+s 

INT(RND(0)*11)-5 


TABLE 1\ HOW SON AHD ABS VALUES M LISTIHG 3 
ARE USED TO UPDATE X AND Y CO-ORDINATES 

SCENARIOS 


VALUE 


[A1 

[B] 

[C] 

[DJ 

START X 


30 

150 

60 

90 

START Y 


20 

70 

10 

60 

XI 


m 

-70 

20 

‘10 

¥1 


20 

-30 

30 

-20 

ABS XI^ABS Y1 


YES 

YES 

NO 

NO 

X2 


+ 1 

-1 



Y2 

■■ 

+ 0.4 

-0.4 



Y2 




+ 1 

-1 

X2 




+ 0.6 

-0.5 

NEWX 


31 

149 

60.G 

09.5 

NEW Y 


20.4 

69.6 

11 

59 


(Repeat sequence] 


New Atari User - Issue 56 
















U/XE UTILITY 



80 COLUMN TEH 


W Jth no ability to display 80 column text, except for 
adding a liardware interlace, perhaps you tliought 
that 80 columns is something that you could easily 
do without? What about large displays that won’t fit on a 
Graphics 0 screen though? Scrolling and page flipping hardly 
gives the same effect as the display our ST owning fKils take for 
granted so how about trying a software solution? 


AN 80 COLUMN ROUTINE 

This simple to use utility which plots text on a graphics 
screen will give you the graphics resolution of mode 8 with the 
Basic Plot and DKAWTO commands, as well as that elusive 80 
column text. There is no need to know cxaedy how the routine 
works as, once It’s set up, all the hard work is done for you, 
and even the most novice programmer shouldn’t have any 
trouble with it. Wliat It does is to copy text from a string onto a 
Graphics S screen at spetnfied X and Y coordinates. 


SETTING UP 

Listing 1 ts the seL up program. U loads Into Tinemor^r ^ 
machine code routine at location 30204 and a new character 
set at location 30720, I he machine code Js position dependent 
which means it must be kepi there and nnwhere else in order 
to execule. The character set however may be put anjTArhere 
(as long as Qie start, address is dMstble by 256) and the 
address 30357 altered to contain the start address di\dded by 
256. The default value Ls 120 (120*256^30720). 

Once tills routine ia run there are juai a couple of more things 
to do. Firstly call up the Graphics Mode 8. Either Graphics 8 
for a text window or Graphics 8+16 for none, but remember if 
yovi choose this option when you exit from the program Basic 
will return you to the Graphics 0 screen to display the Ready 
prompt. An alternative is to use a custom display list, be>^orkd 
the scope of this article but see Issue 43 If you want to know 
about Qieiii. 

The next and final step is to POKE addresses 1788 and 1789 
with the start of screen memory. Normally the following will do: 

POKE 1788, PEEK(88)i POKE 1789, PEEK(89) 

but if you've designed your owti display list then youil have to 
point to the rigtit part of memorJ.^ 

CALLING THE ROUTINE 

Once it is ready for use the rouline Is called op by: 

Q=USR(30204,ADR(TEXT$) ,X, Y) 

g Is Just a dummy variable, you can use any character as long 


A software solution 
presented by 
Matthew Bennett 

as iL is not a current one in your program as a value will be 
assigned to it when die iioutine returns to Basic. 

30204 is the start of the machine code routine and must not 
be changedl 

AilR(TEXT$), ADR returns the start ad dress of the string 
holding your text. The routine must know wfien to stop plot¬ 
ting text SO It looks for the character. Tbierefbre the end of 
the L€^t within the string must be denoted by tills symbol, or 
you can expect some weird results! 

X and Y are the start coordinates of the text, X can be between 
D and 79, and Y between 0 and 24. 

The text ^111 automatically be \^Tapped around onto ifie next 
line should it overlap the edge of the screen. 


APPLICATIONS 

Now lets mnv'e on lo some applications. Listing 2 shows how 
the routine works and Is used, but it also shows how it can 
interact with keyboard Input, You must remember tliat Basic 
doesn’t c;onsider this new text as cliaracters but as graphics, 
therefore you can wave goodbye to all those commands such 
as Piinl and Input- An alternative is to use the Open and Get 
commands. With this a value Is returned according to the key 
pressed and, It Is quite easy to filter out unwanted key-presses, 
Before you ran run either example you must type in and save 
Listing 1, using cither USTT Cf or LIST "D;filename''. Next type 
in the example and use ENTERIC i" or ENTER *'D:filcname ' to 
load the set up program back, mer^ng them together. Finally 
SAVE or eSAVE the new listing before ninning it, 

When you run Listing 2 you are given a simple questionnaire 
to fill in. The only valid keys are the letters "A" to "Z" and the 
numbers 1 to 0 and I’ve also Included the ever useful delete 
backspace key. 

Lines 110 to 200 is the main routine, it waits at line 110 
until a key is pressed then the next 5 lines decide on the 
action to be taken. 

Une 115 checks If It was the delete backspace key, 

Line 120 checks for the Return key. Pressing the Return 
key moves you down to the nesd question. 

Line 130 checks for the number keys. 

Line 140 checks for the letter keys. 

Line ISO checks for space bar, 

If the routine gets to line 160 then it was none of the above 
keys therefore the key press was invalid and the program 
returns back to the get key line. 
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tiffmntttm 


1 fi^ii w i 1 1 mi l [ T i l.Ill itm ti i r i tmw tt 

JG 2 HEM tt EIGHTY COLUMN TEKT FIOUTrHE 
OS 3 HEH tt by MatthQW Bennett 

5F 4 Htn tt---- 

Z5 5 flE« tt HEW flTflHX U5ER - JUNE 
CM b HEM m i n i mtmit i it ii iititi i i i i i ttt i muut i t i ni.ttnn.i 
HN 7 REM 


« 

tt 

tt 

tt 


JE 349B REM 
00 54^5 REM 


5ET UP K/C C 


aO COLUMN TEKT ROUTINE 


HEM-SaUER STVLE fiATO 


VF 3500 £^IM HEK$ ^ CH C23J 

OH 3510 RESTORE 3640 

Of* 3^520 FOR T-1 TO £31 READ A ;ONfTl=fi 
KB 3530 HEKT T 

SB 3540 RESTORE 4000tMEM=30204 
MR 3550 FOR TO lOiREAC HEK^? ^ CM SUM: CK = 

0 

OK 35^0 for TO SO ^TEP £ 

tQ 357B Bl=CftCft5CtHE>f^t5,S? J-471 

HI 3500 B2=G«tflSCCHEKSt5Fi^5+131-471 

SC 3556 B3=B2+tBl»163 

RH 3600 POKE MEMj03iCK“CK+B3 

RG 36IB MEH=MEM+1:NEKT S 

JP 3620 IF CKOCKSUM THEN ? " ERROR IN DA 
Tfl AT LIME “j4aOO+TSENO 
KD 3630 NEWT T 

Kfl 3640 DATA 0^1^2,3,4,5,fe^7,S,5^0^O^0^6, 
0 ^ B j 0,10 Mlj 12 i I3> 14 j 15 
JZ 3650 RESTORE 5000 

AN 3660 REAR CH;TF CH=-i THEN RETURN 
RZ 3570 FOR T=0 TO 7;REftO A 
GP 3680 POKE 30720+CCH»B1+T,AiNEKT T 

UT 36S0 GOTO 3660 

IL 3?S0 REM 

OB 3000 REM 

TD 4000 DATA 606B65CCe665CB66666DPE066660 

0DFFO5i>QADFCe6O5CDADFDe6S5CEA00e0DrBO6 
ADFBO6CDFFO6FO2OA00O8DFA06A5CD^Ge31 
MO 4010 DATA 1B6S200^O5000^660EFFFA06ADFA 
06C00BI>0E6£EFB064ClP76ADFEe6l64AIB65Cl> 
a5CD?OO2E6CEA5CD8DF600A5CEB5r0^ 6650 
AK 4030 DATA B6AOOOOCFTBBBiCBC07F0BOBBICB 
E0&0SiC5A201fiEr706CS40F036lDBiCBCSSFBO 
141061CBC01F600010040060404002,6130 
¥H 4030 DATA 7516B1CBE01F65rBA07ee5FC0eFB 
1006F60004E6FCE6FC16eeFB0O86E6FC4CAE76 
60A0FE06104A&061A0006DF4O62070^ 63 72 
Wr 4040 DATA 77ACF406eiFBOAOABA0AlOAEF706 
E000F00240F0106DF60601CDEEF4e6ADF486C0 
00F08EA5CD136027S5CD0002E6CE4C,5OB2 
KQ 4050 DATA OAZSADF0O665CDA&r0e605CEEEFE 
06ieE6CB00 02E6CC4C537660A0000OF4 0620ISC 
77ACF4O6BlFBAEF7e6EOOOFO0 2 40OF^ 6474 
CD 406B DATA 166DF6O60iCDEEF406ADF406CSO6 
F00EA5CDlB502705C000D6E5Ct4C0B77ADF666 
85GDADF00605CeADFE06C^4FF0i4Ee^6720 
UE 407B DATA FEO618E6CB00O2E6CC10EBCDSOOZ 
e6CE4C5375ADFF06C017FO12EEFF06A0O08DFE 
061BE6CB0OB2E6CC4COE7668Ae006C>5241 
ID 4000 DATA F606ACF406eiCD8DFS0filS4EF5O6 
00O&A00iaDF6O6l64EF506000&ADF6060S028D 
F6O6164EF5O60OO6ADF6O600O48DF6 ^ 5177 
JK 4000 DATA D6184EF 50600:06 ADF6O6D0e88DF6 
0660A0006CF606ACF406B1CDBDF506160EF5O6 
0OO5A08OaDF6e6ia$EF5O608e8ADF6 ^ 5178 
KE 4100 DATA 06004DBDF605160EF5050006ADF6 
D60?2OaDF&e6100EF58600DOADr6O50?108DFB 
866808000888080088000080000008,3152 
DR 4SS7 REM m3m3^JS3S3^ ^ 

KV 4008 REM 

DI 4000 REM H a4;MJlT*iJfrM 
PP SOO0 DATA 0,0,3,0,0,0,0.8,0 
HH 50 80 HEM . ^ 


TO / CHARACTERS 


FO 
RW 
RJ 
HJ 
HA 
RZ 
YH 
BT 
F¥ 
UH 
BN 
HA 
VT 
SI 
PR 
DH 
UA 
RE 
SN 
HK 
IN 
flV 
SM 
J6 
MS 
PB 
SO 
GB 
PG 
RH 
HF 
ME 
D J 
UT 
ZN 
ZP 
KH 
SG 
JH 
10 
HD 
UG 
G5 
RP 
IG 
GR 
DR 
MR 
HY 
T0 
GS 
BM 
GT 
LL 
NC 
K1 
VV 
PA 
IK 

DO 

KN 
AG 
JG 
NH 
KU 
DS 
A J 
GE 
ON 
MO 


6010 
6020 
5030 
5040 
5050 
5868 
6070 
605 B 
5800 
5188 
S1L0 
5128 
5138 
5148 
5160 
5150 
04^0 
517B 
5168 
5100 
6200 
5210 
5220 
5230 
5240 
5250 
6260 
5260 
6270 
6786 
5200 
6388 
5310 
5328 
5320 
5330 
5340 
5358 
6360 
5378 
5368 
5300 
5408 
541D 
S4Z8 
5 430 
6440 
5450 
5468 
6470 
6460 
5408 
6600 
5510 
5520 
5538 
6540 
5558 
6660 
5570 
6600 
5500 
5508 
6600 
5618 
6620 
6030 
5630 
6848 
6fi60 


DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

SATA 

DATA 

DATA 

DATA 

DATA 

REM I 

DAT* 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

REH 

BATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

REM 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

SATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

REM 

DATA 

DATA 

DATA 

DATA 

DATA 

REM 

DATA 

DATA 


1^0f4,4,4,4,O^4,8 
2rO.18,10,8,0,0,8,0 
3,0,5,15 > 5,5 HIS,6,0 
4,0,4,14,12,6*10,4,0 
5,0,8.0,3,6,12,0,1 
6,0,4, iO,10,5,11,10 * 5 
7,0,4,4,0,0,8,0,0 

6,0,6,6,6p8g 8,6,0 

9,0,12,2,2,2,2,12,0 
10,0.0,S, 6, 15,6, 9, 0 
li,0,0p0,4,14,4,8,0 
12,8,0,0,0^0,0,7^4 
13,0,0, O , 8,14 p 8,0 
14,0,8,0*0,0,0^6^6 
16,0,2,pe,4,4,i2,0,O 


HyMBERS 


16,0p4,10,14,18,10^4,8 
3 7 ^ 0,4,12,4 p 4 ^ 4,14,0 
16,0,4,10,2,4,8^14,0 
19,0,14,2,4,2,10,4,0 
20,a,10,10,14,2,2j2,8 
21,0,14,8,12,2,2,12.0 
22,0,4,10,0,14,10,4,0 
23,0*14,2,2,4,4,4,0 
24,8,4, 18,4,101 10,4 p 0 
25,8,4,10.14,2,10,4,0 


tA G CHARACTERS 


26,8,8,4,4,0,4p4,0 

27,0,0p4p4,0,4,4.8 

28,8,2,4,8,0,4,2,8 

29,0^8,0*14,0,14,8,0 

30,0, e , 4, 2,2, 4,8,0 

31*8,4,10,2,4,0,4,8 

32,0,8,6,14^14,0,6,0 

33,0,4,10,14,10,10.10,0 

34,0,12,18,12,10,10,12,0 

35,8,4,18,8*8,10,4^8 

36, a,12 pla,10,18,10,12,8 

37, O, 14,8.12,8,a,14,0 
38,0,14,6,12p6,6,6^a 
39* 8,4,10,8,11*18,4,8 
48,8,10,18,14,18,10.18,8 
41^ 0, 14 * 4,4,4,4,14 p 0 
42,0,14,2,2.2,10,4.8 
43,8,10,18,12,18,18*10,0 
44,0*6,8,6,8,6,14,0 
46,0,18^14,14,10,10^10,0 
46,0,12,10,18,10,10,10,0 
47,0,4*10,10.10,10p 4,0 
46*0,12,10,12,6,0,6,0 
49,0,4,10,18,18,14,6,0 
50.8,12.10,12,18,10*10,8 
61,0,6,6,4,2,2,12,0 
52.0,14,4.4,4*4,4,0 

53,0,10,10*10,10,18, 14 H 8 
54,8,10*18,10,18,10*4*0 
55,0.10,10 ^10,14,14,10,8 
66,0,10*18,4,18,10,10,8 
57,0,18,18,4,4,4> 4,0 
66,0,14^2,4,4,6,14,0 

■ mi mm . huagai^i-a 

59,8,14,0,8^0,0,14,0 
00,0,6,12,4 * 4 * G,Z,0 
61,0, 14 , Z, 2 * 2,2,14,0 
62,0,0,4,14,10.8,8,0 
63,0*6,8,0,0,8,15.0 


CONTROL CHARACTERS # t 


64,0.18,14.14,14,14.4,8 
65,4,4*4,7,4,4.4,4 


contmuea 
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UJ 

5650 

OAIA 

Fll 

5G70 

DATA 

WJ 

5600 

DATA 

PO 

5690 

DATA 

TT 

5700 

DATA 

w 

57 J B 

DATA 

CM 

5720 

DATA 

EU 

5730 

DATA 

PK 

5740 

DATA 

CH 

5 750 

DATA 

PS 

5760 

DATA 

ZM 

5770 

DATA 

F J 

5780 

DATA 

ZP 

57S0 

DATA 

C J 

6800 

DATA 

NK 

5810 

DATA 

YY 

58Z0 

DATA 

WK 

5030 

DATA 

PP 

5040 

DATA 

KM 

5850 

DATA 

WF 

5660 

DATA 

RU 

5070 

DATA 

JU 

5 080 

DATA 

CE 

5690 

data 

FI 

5900 

DATA 

LA 

5909 

REH 1 

GO 

5910 

DATA 

0C 

5919 

REM 1 

RI 

5920 

DATA 

QD 

5930 

DATA 

GK 

3940 

DATA 

El 

5950 

DATA 

yu 

5959 

REM 1 

KC 

59G0 

DATA 

KU 

5969 

RFM 1 

SH 

5970 

DATA 

MS 

5 98 0 

DATA 

CF 

5990 

DATA 

TH 

GOOO 

DATA 

UM 

GOlO 

DATA 

HQ 


DATA 

HN 

6030 

DATA 

FB 

8040 

DATA 

SC 

6050 

DATA 

I A 

6060 

DATA 

MA 

GO70 

DATA 

HA 

6060 

data 

nu 

6090 

DATA 

cu 

6 too 

DATA 

OP 

6110 

DATA 

OD 

61Z0 

DATA 

PS 

6130 

DATA 

BC 

6140 

DATA 

QY 

6150 

DATA 

PI 

GIGO 

DATA 

AK 

6170 

DATA 

ZD 

6160 

DATA 

PG 

6190 

DATA 

UH 

6200 

DATA 

CJ 

6210 

DATA 

UO 

6220 

DATA 

OM 

6229 

REM 1 

0 J 

6230 

DATA 

TJ 

6239 

REM 1 

TL 

6240 

DATA 

KA 

G24S 

REM ] 

RF 

62t?0 

DATA 

YG 

626G 

DATA 

UJ 

6270 

DATA 

NY 

6 2 75 

REH 1 

FL 

5 780 

DATA 


'l.S. e. 4,4, ? , tfj 1. p 3 


75 , 3 , p 3 , > fJ p ts b - 0 


ESCAPE CHAftACT 




# CHARA 


TTEns a to t tLower c^.sei 


11»,0,0,10,10,to,10J 4,a 


HAPAOTER fctrl + 


C5 

BF 

KM 

CU 

tIK 

PA 

IZ 

IfrT 

VF 

FR 

ER 

UK 

J>0 

HiP 

FM 

ZC 

Cl 

ER 

DM 

DZ 

MD 

IjR 

UR 

EX 

LS 

UB 

KC 

EL 

UU 

UR 

AO 

YM 

AB 

MY 

FL 

CD 

YE 

PH 

HE 


1 REM iMJjJi ii iit i t t ruitiii ii i i w i t i i iii imi t rtiitiiitiiiut mm 

Z REK U so CDLUKH DEN U1 - KEYBOARD U 

3 REM H Requires SO CDifjnn Routine tf 

4 REH tmtttTftmtmm i r i tt i rrtrutiii u 1 1 null t i i i l i itrtt i mt 

5 REM 

10 GOSUB 3SD0 

20 GRAPHICS B+16:P0K£ 178SpPEEKC88>IPO 
KE 178S,PEEKtSSJ:POKE 710^0 
30 CL A rDIH Ilf $ CJJ ) , f £ K t ^ C 4S > 

40 FOR TKT=1 TO 11 f TEKTS = '^0^': RE AO TEXT 

50 K-SG-LEMCTEMT$3[V~THT»Z 
60 a=^IJSR C30ZO4 i ADR CTERT^} , K, Y3 
70 ItEHT THTE CLOSE Ml 
SO KC^3B;0PEN ITl, 4 j 0 ,-'K ; " 

SO FOR T=1 ro 10:K=I6:V-T»2 

100 = ! R = USR C30ZO4, ADR CIH:$] , KC , Y 

3 

110 G^t »tl,K 

115 IF K = 12fi AND K> 35 THEN R=^H-1 ; 1 “ 

0":0-USR C302O4,ADR tlHSJ ,H,Y1 :GOTO 110 
120 IF K=1SS THEN 210 
130 XF K>=4S AND K<-57 THEN 170 
140 IF K>=0:S AND K <«SO THEN 170 
150 IF K=32 THEM 190 
160 GOTO 110 

170 iN$ = " e^-T IHS tl^ 13 =CHHGfKl 
130 Q = USR C30ZO4^ ADR CXH£) 

±90 XF H<?S THEN K^K+1 
200 GOTO LIO 

210 tn^-" 0^': R = USR 1:30204^ ADR CIHSJ , KC^ Y 


3 

220 

Z30 

240 

500 

510 

520 

530 

540 

550 

560 

570 

G 

SBO 

5S0 

GOO 


NiKT T 

FOR DELAY^iO TO OO0:HENT DFLAV 

Ryu 

DATA HAHE!G 
DATA ADDRESS:C 

DATA PAGE 6 5UESCRIPT1DM HO.;O 

DATA COMPUTER MODEL! G 

DATA DO YOU OHN ... A DISK DR1UE2G 

DATA A MONITORZO 

DATA A PRINTER?G 

DATA FAyoURITE TYPE IH GAME OF 91! 


DATA 

DATA 

DATA 


BEST TYPE IH UTILITY OF 91:0 
OTHER COMMENTS;0 


80 eOLUM 


EMO 01 - Ke 




■c 


Ebcample 1 - 80 column text in action show¬ 
ing how easy and fast if is to input text 
directly in 80 column mode 
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1 f?£M jiii 4 j.miWKmnn.iummimimn i n i tn i i i ititinn | 

ZW 2 HEH n 60 COLUHN Ct 2 - C.fl.D. R 

ZH 3 REM tt Requires 80 COl UHR roUti 1 >e R 
FA 4 REn ill jj J 1 1 t i tiiHiimiiJ-i-iwlJiUi Jli Ji J I I 111111 1 1 tiriiia m 
i UK S REM 
PA 10 GOSye 3 SOfl 

XZ 20 GRAPHICS e+ 16 :P 0 KE 1738 ,PEEK£ 683 :PO 
KE PEEil £863 : POKE ? 10,0 

LL 30 AIM TEKT^CSOl 
KO tRAP tm 

I CM 40 RESTORE 10 fi 0 ?FOP LIMES -0 TO 36 
HL 50 HEAD *iUM j H > Y 1 COL OR i. : PLOT K,Y 
AT EO FOR DRAH =1 TO HUM 

; 7 fi READ Kl,Yl:DRAHTO K 1 ,Y 1 

CX 60 HEMT DPAH 

04 90 NEHT LINE^ 

MK 100 RESTORE 2000 ;FOR TKT-O TO 15 

PR 110 TEHTS = "G*^ : READ 
ZR 120 ADRCTEHTSJ Y 1 

ID 130 HEKT TKT 

HG 140 GOTO 140 

NN laoe DATA 4 « 0 ^ 0 ^ 319 ^ 0 ^ 319 j 191 .^ 0 ^ 191 ^ 0 , 

Q 

U 5 1010 DATA a,^ 19 , 124 , 236 . 124 . 236,191 
QI 1020 DATA 1 , 236 j 139 ; 319,139 
KZ 1030 DATA l, 236 jlS 4 p 319 ,iS 4 
Hit 1040 DATA 1 . 0 . 171 , 319,171 
FK 10 S 0 DATA 1 ^ 50 , 171 . 50,191 

Pt 1060 DATA 4 , 111 , 40 . 126 , 40 , 126 , 130 , 111 . 
130 , 111,40 

OP 1070 DATA 14 ^ 132 , 40 , 144 , 40 , 144 . 96 . 145 , 
99 , 146 , 105 , 153 , 109 , 159 . 111 . 162 , 111,162 
. 130 

DZ 1080 DATA 154 , 126 , 147 , 125 . 141 ^ 121 , 135 , 

115 , 132 . 109.132 p 40 

FL 1090 DATA 14.106 .. 40 , 105 , 109 , 102 , 115.96 
, 121 , 90 , 125 , 83 , 120 * 75 . 130 . 7 Sj 111 , 79,11 
1 , 04 , 109 , 89,105 

Jfi 1100 DATA 92 . 99 , 93 , 96 , 93 , 40 ^ 105,40 
HN lilO DATA 1 , 09 , 40 . 30,40 
UV 1120 DATA 1 , 71 , 130 , 30,130 
HI 1130 DATA 3 , 36 , 44 , 36 , 40 , 30 . 130 * 36*126 
QD 1140 DATA 1 , 46 , 44 , 36,40 

EC 1150 DATA 1 , 40 . 12 6 , 38,130 _ 

Example 2 - Using text and gj-aphics together fn 


W1 

li60 

DATA 

1.71. IM, 50. ±11 

KC 

1170 

£ 

DATA 

3.54.116.56,111,56,130.54.12 


D 

1180 

DATA 

1,58,115.55.111 

JH 

1196 

DATA 

i,58,126,56^130 

XH 

1200 

DATA 

1.93.36.93.16 

EC 

1210 

DATA 

1.105.35.105.16 

KD 

1220 

DATA 

3,97,la,93,20,105.20.101,18 

TT 

1230 

DATA 

£.101.22,105,20 

SU 

1240 

DATA 

1,97.22.93.20 

HO 

1250 

DATA 

l.m. 134.111, 154 

FQ 

1260 

DATA 

1,126,134.126,154 

HJ 

1270 

DATA 

3.115.152,111^150.126^150,12 


2,152 


YY 

1280 

DATA 

1.115,148,111,150 

DD 

1290 

DATA 

1.122.148,126,150 

DU 

1300 

DATA 

1.132.36.132,16 

IH 

1310 

DATA 

1.126.30.126.16 

JJ 

1320 

DATA 

2,122,22.126.2 0,114,^20 

61. 

1330 

DATA 

1,£22.10.126.20 

KH 

1340 

DATA 

2.136,22,132,20.142,20 

EX 

1350 

DATA 

1.132.20,136,16 

GM 

1360 

DATA 

2.147.102.148,105,151,104 

DE 

1370 

DATA 

2.140.iOS.162,75,166,75 

10 

£300 

DATA 

2 p 91,121,90,125.86.126 

AR 

1390 

DATA 

2.90.125.75.75,71,75 

5U 

2000 

DATA 

61,16.DAG HO.lAOC/SeO-MLO 

LQ 

2010 

DATA 

61.10.f>AAMN tM.BEMHETT G 

MD 

2020 

DATA 

61,20.5CALF t Itl 0 

UN 

2030 

DATA 

61,22.DATE !14/01/1992Q 

ER 

2040 

DATA 

20,22,ATARI LOGO REU.1 CCl A 


TARl 

CORP . 

. Q 

PF 

2060 

data 

1.22,PAGE 6 CAD.0 

UA 

2050 

DATA 

5,10.1250 

UH 

2070 

DATA 

ll.i6.25fi 

GH 

2080 

DATA 

24.1.208 

m 

2090 

DATA 

29*19.258 

06 

2100 

DATA 

34,1,60 

5H 

2110 

DATA 

42,9,R25B 

HR 

2120 

DATA 

14,9,fi690 

AP 

2130 

DATA 

KEm 88 COLUMN TEXT DEMO U2\ 


■0 



AX 

2140 

DATA 

59 r 6 , 

HE 

2150 

DATA 

EilNili Hit OA^AK.:tj& PXit. M 


a CAD environment 


Despitf^ Eill these checks ^ and in Basic too, Lhc whole key 
press routine is pretty quick - tr>^ it. The only thing is the more 
valid keys you have the more work the routine has to do so If 
one of Qte arrow keys were pressed for example then you 
would have to program a cursor move rather than Just printing 
the cliaracter. 

Try deleting line 160 tiien running the program again. Now 
you'J] be able to type anything:- lower case, inverse, and Ltie 
control characters, but hit Qie arrow keys and you'll see what 1 
mean. 


COMBINING TEXT 
AND GRAPHICS 


Listing 3 shows how^ tfris routine can tae used as a text and 
graphics mixlure. It draws a fatnUlar logo, dimensioned as an 
engineering drawing would tae. It's only an example hul it's a 
good start for experimenting with your own SO column text. 

On a liiial note i'll leave you with some advice. IVe noticed 
Qiat after continually editing and running the examples, 
strange things start, to happen. The text can become scrambled 
Within the string and misprinted. Ttie first thing to do if this 
happens Is to press Reset and try again. If It Is Just the same 


TRANSDISK IV 


NEW 

LOWER 

PRICEl 


WOW YOU CAN ENJOY THE PROVEN CASSETTE JO DtSK 
TRANSFER SySTfM AT A SAVING OF £71 

h d limple ip u» ufirtY Ihot mi rnost ciliu^tlP IP dliT^ - *osl/ Ofd qul<>fTy 

4 HsaM onv tYP*-ofcau9Dp^pmKi1 i H{jKie{ c^EHltBE thgf iPOd «KtTti I4v^^ 

i AJIpwi several gomes pn pne de^ t ihft Qll miwy on mpoHiries 

• HoltoMSMtrtSlhatreqiilw MIf^ i Mflepb^stepiratTiidraTaficI^ 

* kOW WITH DETAJLS OF OVER m GAmS SUCC^BSFUU y TRANSFERRED 

TRANSDISK IV IS NOW JUST £12,95 - ONLY FROM PAGE 6 


p phpquB- pir poitHl order wiih ibfrAf^er iPffN en our Aceps^prv StMip pi[9P 
ar |ui;i write. Credil cdid bVt«la|}T!«rHI Cfl 07B5 21¥BZ3 

Send to: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

ppfl rr&d In UK. postage 


then try saving ihe prograiii alid switching off the computer. 

I .cad the program back and tty again, this wilt solve most 
problems but if it persists then look carefully at your program 
as Ltiis will be where the fault lies, Despite this the routine is 
reliable and worth experimenting with. Just don’t forget that @ 
character! 
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REVIEW 

ATARILAB 


An add-on module and sensors 
for scientific projects was pro¬ 
duced by Atari in 1983 but has 
only now been imported to the 
UK, Ian Finlayson wonders why 
it has taken so long for us to get 
such an exciting package 


I t is nice Ld have a change from the Tutorials and do a 

couple of software reviews. Both AtarLLab and ChromaCad 
^separate review) are ''serious" applications for your 8-bit 
Atari, but AtariLab is definitely easier to absorb, My thirteen 
year old son James found AtariLab easy to get into - almost 
like a game in its instant appeal, while ChromaCad requires a 
higher level of dedication. 

Opening the AtariLab Starter Set immediately took me back 
several years. The large colourful box, excellent presentation, 
glossy manual and cartridge are all typical of the quality 
products that Atari used to produce. The copyright date on the 
manual Is 1983 so it must be one of the later releases from 
Atari. I looked back in an Antic magazine and found the 
Starter Set advertised at $42.99 in September 1985 - if it was 
available over here it would have cost the same in pounds, that 
would be about £80 today. But we had to pay upwards of £15 
for a game in those days! 


ATARILAB STARTER SET 

The starter set contains the basic equipment into which the 
experimental modules are connected, so it Is essendal to have 
the set to use any other AtariLab module. The StarLcr Set 
contains the temperature moduler 

The AtariLab interface unit is a box with a cable attached 
which plugs into a Joystick port The box has 8 plug points on 
It equivalent to the pins of the joystick port - 2 paddles, 2 
PTRIG, 2 Joystick up/down [used as control outputs) and 2 
power points [5 volt) - If you are a programmer you can address 
all these connections from Basic, but thej^ are colour coded 
and you do not need to understand any of the internal work¬ 
ings to get to grips with the experiments. 

The tempeiaturc module consists of a temperature probe 
which plugs into the AtariLab Interface, a small thermometer 
and a ROM cartridge to go in your computer. As the software is 
on ROM you can be sure it will run on all Atari S-bit compu¬ 
ters^ It is quite possible to plug ev^erything in, switch on and 
iry Out the package without reading the manual, but the 
manual Is well laid out and 11 contains a lot of information of a 
general nature about experimental method, tabulating and 
graphing results and about temperature so it is well worth 
reading. It also has details of how to carry^ out speclllc experi¬ 
ments. so you don’t have to make up your ovm In the first 
Instance. Lhough you wUl probably have some Ideas of your 
own before long. There are sev^en projects In the manuaL 
The software on the cartridge is quite good, it allows you to 
calibrate the temperature sensor, use the sensor as a digital 
Lhertnometer displaying results on screen and do experiments 
recording temperatures as thej' change over time. The lime 
base can be changed to a range of different settings from a vety 
short 10 seconds for measuring rapid temperature changes up 
to 24 hours. The latter setting allows experiments like measur¬ 
ing the outdoor temperature change througli a full day. The 
graphs do not use a very high resolution graphic mode, but are 


quite good enough for the accu racy of experiments you are 
likely to achieve at home. The graphs can be printed out, if you 
have an Epson compatible printer. In the same rather blocky 
graphic style. 

Results are plotted graphically and stored in a data table in 
the computer's memory. They can also be saved to disk, but If 
you want to recover them later it will have to be in Basic rather 
than using the cartridge software. The manual explains how 
this Is done and gives a Basic program listing. It also gives 
example programs in both Basic and Logo with enough detail 
to get you going writing your own programs for use with the 
AtariLab hardware. I don't suppose that anyone is still using 
the Logo language though -1 did have the cart.r1dge at one Lime 
and It Is a good way of starting to learn modular programming 
(those little turtles a fun too!) but i found it too slow and very 
tnemoty intensive. 

Ch^erall this kit is verj^ good. The only Jarring note Is the 
occaslanal intrusion of Its American origins - for example, the 
experiment to relate the chirping of crickets to air temperature 
is difficult to do In Englandl The package is particularly suit¬ 
able for a youngster about 1L years old Just getting into 
science, but it is fun and llexlble enough to have appeal for a 
very much larger age range. It could also provide a starting 
pobit for more complex projects and experiments - are there 
any budding scientists out there? Keep us informed of your 
developments. 


LIGHT LAB MODULE 

The Light Lab module is a separate package which wxjrks with 
the Atarilab interface from the starter set. It has its own 
program cartridge, a light sensor, a light source, polaroJd 
filters, coloured filters, a stand, test tube, light stick and glow 
panel. This module is not quite as intuitive to use as the 
temperature module, but once again the manual gives a good 
introduction to the subject and a range of projects to carry out, 
some of which combine light and heat sensing. 

The software is set out in a very similar way to the Tempera- 
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Lots of exciiing projects can now be undertaken with your 
AtariJor school, Jor research orJiLsrJbr/un 

lure Module so it Is quick to leam. Also, Itke the temperature 
module. It Is possible to display and print graphs and to storc 
experlniental data to disk, and examples of Basic programs for 
use of the light module hardware and for recovering stored 
data are given. 

Once again a very complete ^ polished package witfi good 
educational potential. If you get the Starter Set I’m sure you 
will want to get this module as well. 


IN CONCLUSION 


llie interface unit from the Starter Set is fitted \vith standard 
phono sockets so it provides a very convenleiit way of connect¬ 
ing outside equipment to the computer. After following the 
examples of the temperature and light experiments It should 
be possible to make up a large range of further projects. The 
interface can accept as an Input a range of resistance values 
similar to ttiat of a game paddle. It can also output pulses 
(which can be used as timing signals) and provide a low 
current power source f5 volt). If higher current is needed tfie 
low power source could be used to trigger a relay: So if you 
gallop through the contents of the instruction manuals the 
prineiple-s you pick up on the way can be followed tip and 
elaborated extensively with a little electronics and Basic prog¬ 
ramming ability. 

All in all these packs are good quality^ and tremendous value. 
They arc not being made any more so you will have to rush out 
and buy before all stock goes. 


These Uems are auailabie jh>m Derek Fern ai Micro 
Discount We believe the price is around £12.95 Jor each 
modtile but we suggest that you ch^ck lUtth Micro Dis¬ 
count first Anaiiabflfty is limited. 


MICRO DISCOUNT 


265, Chester Road, Streetly, 

West Midlands B74 SEA, England 
Tel;021 353 5730 FAX: 021 352 1669 

Probsbly the largest MAIL ORDER stockist of 
Atari $-hit Hardware & Software in the U.K, 

Many new items received from the U.S. never released 
in Britain.i.e. A ROM CARTRIDGE containing 4 games. 
Atari Experimenters kits: Well documented kits com¬ 
plete with Cartridge software and sensors for light 
and heat experiments 

If you require copies of our 20 page A4 size product informa¬ 
tion and review catalogue on a regular basis 

NO PROBLEM! 

But first you must register your full name and postal address 
on our data base. The cost of this service is £3.80 for 6 
copies (1 every S weeks). £6.00 for Europe. £10.00 else¬ 
where. AFternatively you can download The complete list 
(112k file!} from The City BBS. Tel. 021 321 1610 

SUPERSCRIPT "Dlsbc'^ lor your aOOXL.'6S & 130XE. Word Proces¬ 
sor: Calculstor: Mailing List & 20.000 word spell ctiecker coinpielft ir 
one package. Write, store and odlt dll your oorresporidortco and 
documents. Produce letters, invoices, price lists, contracts, labels, 
everything a small business requires. Hun personalised mailing lists. 
Type up school homework. Complete with printer drivers for Atari 
1020, 1G£7. 1029, XM801, Epson, Juki, NEC plus a printer driver 
orsetor progrem. Including full documentation £10.95 Inc. UK postage. 
Speciel price tor Dete aese members £S.95 

NEW ~ Al^rS Starter Kits and light modulea £12.95 
NEW- Printer Utility Disk "PRINT LAB” for 1020 and 1020 
printers E5.95 


ATARI XL/XE TAPE AND DISK SALE 


CASSETTE GAMES - Z3 each or 4 for £16 

Each tape contains 2 great games 

ARCADE GAMES PUZZLE GAMES 

1. ^ SpBcebail 1 ■ AmneEia & Msrble Magic (Solitaire'} 

2. Triad a XaviouE 2. Tila TrcnJUIe fl Gemini (ShanghaA^ 

3. Dash a JacK the Olgper (Oas Wgih 3- | 

4. Fruit Pickin' & Agent SIS ^ 

6. GatactiC Chasa S Smush . 

6. Roto s Submissioiri ADVENTURE. GAMES 

7. Zsnd's Ljh/rinth & Slar Fire Warrior i. Nig^rtSh^a a Skull Islatid 

5. Ljwi Ton* St Empi^o StriKss ®aeK S. Titanic & DaJiofi 

D/SfC SOFTWAFTE 

EXCEL DISK MAG No’s 1-13 £2 each 

EXCEL 14 - Out June 1st E4 

EXCEL 15 - Out July 1st £4 

EXCEL 16 (FINAL ISSUE) - Auigust 1 st £4 

(it enough peapk sob^ciite to issuer 14-1$^ 

EXCEL wHt continure feeyontf no- 16} 

KE-SOFT DISK CLEARANCE - £5 each 

(Short supptYi ti3t 9tt^rnnhvm} 

DMG - SOGOM - DREDIS - ZADOR - TOBOT St BROS - 
CULTiVATION St CHRQMATtCS - TECHNO NtNJA - 
OBLITROID - ZEBULAND 

KE^SOFT DEMODISK 1 

Try oiit Bros, Sogon, Z^dor, Zsbuland and more!.£3S 

KE-SOFT DEMODISK 2 

Try out Fred, Ashido, Mission and moref .E3[ 

KE-SOFT DEMODISK 3 

Try out PloL Pyngoland, Chromatics and mere! E3! 

SEND SAE FOR LAROE LtST OF PD DtSKS 

PleaSid make all chequea.'FO's payable to R. STUART 
s ^1 per ord$r. $prid dpsh al ^our own risk I 

Send to 21 p STBONSAY WAY, BROOMLANDS, 

IRVINE. STRATHCLYDE, KAll IHZ, SCOTLAND 
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Xl/XEPROGRAMMING 




A Hexadecimal machine 
code autorunning loader 
by David Rawlings 

Storing machine code data in Basic can be done In several 
ways but hexadecimal Is the most common when It conies to 
magazine listings. This short, routine wiU ’KRUNCH' through 
lines of hexadecimal data stored in Basic, convert it into the 
respective object code and directly run the progTam all in a few 
seconds. 


machine code data within Basic were derh^ed. The three com¬ 
monest were as follows: 

DECIMAL... 

100 Data 169,0,144,2.etc. 

This was readable hi^t required approximately 4 byt.es of 
memorj^ to store one b^iic of machine code. Listings became 
very long. 


BACKGROUND 


Since the early 1980s many mafjazincs have published 
machine code programs as listin^a of Basic code which gener¬ 
ated an autorunning machine code file which was run at a 
later date, Some of the beat of these were produced by ANA¬ 
LOG magazine in the USA, Various methods of ineluding 


C5 1 azM .. r i nnti i mini l it 1 1 11 ti i ttwunM 

UN Z ti KnUNCHi bjf tauid Rawling-s it 

£(} 3 HE,H it H£H ATORI U5ER - JUNE '92 0 

cv 4 REM uumimiiiuumm iiiiiiiiiiiiiiiiiii i i itit i t i MiMHii t 

LV B LINES=KKX!L0HEM=KKKKKi5TART^KXXXK 

s REM hn<iCTfsJiBprcii/riiHNiiiaiC3\tjiaj3*H 

/4 MS T fl R T ¥* W*»T^HrtMi****»*»*» 

VU 7 REM ittl niffi SQSbI/1E33 

8H KIX] I1BE18QOE^0J QBVHUhJkH /ISMSSQ KtS 
CD raiBK aHUCg] h/nm/Ha 

cz s REK sQKtai] 

KHE t3Tip<witPR m3at -*-i Kcc iiitasM - 
i matrrra ossiKU n Liituimaathhrma 
vj ^ REM n gbil** 

SB 10 W=Z56iL=PECX<136J+g«PEEKll3!9J-3&6jH 
= PEEK fZill+VWEEK t742J-255 ! FOR I=:0 TO 
1W7 

MX ii POKE 1530+1,PEEKCL+IJIPOKE H+1,PEEK 
ft+3+114J jPOXE M+I+100,PEEKiL + I+ZZSi11 
F I<24 THEN POKE H+I+216.PEEK fit J: + 3i*2> 
Ofi tfc NEXT I:POKE 1616 ,77!fl=USHfl63e»;BttS 
LO-PEEKC1790]4U*PEEK tl791» +1S S BOSHInBO 
SL 0+LIME5»904 < LIMES-1J i»6 
Ft 17 TEMP^BASHliG0SU6 22!POKE 204,Ht;PDK 
E 2B3,LO!TEMP = BASL0iG0SU6 22iPOIfE 1537 
,Hi:POKE 1S36,LO!TEMP^LOHEKlGOSUB Z2 
ZK 20 POKE 153B,LO;P0KE 1535,HI:ST6RT=Teh 
PiCOSUB ZZiPOKE 1541,LOtPOKE 1542,HIiP 
OKE 742>PEEKC742}-1!a-USR{K3 
TG 22 HI=IHTtTEMP/g}sLO^TEMP-lHIxyiiRETUR 
N 

QL 995 REM MEMSTART 


Listing 1 


ASCII... 

lOO Data SjdfHghjTrFd4%678&%4££ 

This is the most memoiy efficient way of storing data at 
approximately one byt.e per byte. The ntimerleal value of each 
character translated directly into a machine ccyde byte. Unfor¬ 
tunately typing this in is a nightmare and prone to serious 
error. Some characters also caimot he directly printed on the 
screen- It wns only useful for small MC routines although some 
programs used decimal data statements in one Basic program 
to generate the ASCII data statemenls in another Basic prog¬ 
ram* It is all getting very compUcalcd! 

HEXADECIMAL n.a 

100 Data A912E49A5B6379C4D5E. 

This is the best balance for long data programs. Two charac¬ 
ters correlate to one value e g A9 = 10x16+9=169 In the above 
case. The value 169 Is the equivalent of LDA - Load Acrumula- 
tor in Assembly language. Most cases used 90 characters per 
data statement which produced 45 bytes of machine code. Tlie 
basic progjram containing this code would read the data and 
generate a separate file containing the calculated data. Often 
two different types of program would be required to generate a 
version for disk or cassette. 


WHAT DOES KRUNCH 
ACTUALLY DO THEN? 


The AUri Assembler Editor program is useful for producing 
short segments of machine code. It can also be used for long 
machine code programs but. assembly becomes painfully slow 
and debugging rather dilTicult, It is however easy to produce 
short to medium machine code programs or routines. Several 
good programs exist in Basic for taking this object code and 
creating Basic data statements from It. The simplest and best 
of these was called "Boffo" toy Tom Hudson, publiahed by 
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Ifl J 



SL0 J 

5*MPue oeho 


je ; 

FILLS SCREEN MITH 

GARBAGE 

4 0 ; 

ASSEMBLER EDITOR 

- Di RAMLIHGS 

se i 



50 

»-S000 


6 5 i 



?0 

LPA n$Ze LOH BYTE CLOOGK 

00 

STA 710 



STA 712 


01.00 

LOOP LDA S3770 i 

RANDOM NUMBER 

0110 

TNH 


0X20 

STA 40000^H 


0130 

STA 40256.K 


6140 

STA 40504«K 


0150 

LDA TEKT^H 


0150 

SEC 


0170 

SBC 032 


0X00 

STA 40776^K 


0185 

LDA IS 


0XB6 

STA 712 


01^0 

CLC ;CANN0T USE JMP 


BCC LOOP JIF CUblE AI^LOeATABLE 

0200 

TEKT .BYTE "SIMPLE DEMO CREATED " 

0210 

pBYTE " 

" 

0220 

.BYTE THE 

ATARI ASSEMBLER EDI 

TOR" 


6230 

.BYTE " 


0240 

.BYTE "HEK C0«V 

- "BOFFO" "TOM HUDS 

ON ** 


0250 

.BYTE "NyM rwm 

BASIC - KRUNCH - D. 

ii 

rrrrrrrrrrr 




ANALOG CompuLing. Using this program it Is possible to build 
up large programs containing lines of hexadecimal or decimal 
data, but there is atill the problem of converting this to 
machine code and running the created program. That is what 
KRUNCU actually does. Simply place this routine at the start 
of all your hexadecimal data and adapt line 5 to state the 
starting point, in memory of the code and the run address 
where operation is commenced. This may or may not be the 
same value. 

On running the program the folloTAlng operations are carried 
Out. 

- A smaU MC search routine is loaded into Page 6 to iook/or 
the beginning of the data within the Basic code. 

- A secofjd roudne is set e4/3 at the top of memonj. This reads 
through the basic data as it. ties m fhe computer memory, 
cremes a single byte from each hexadecimal pair and copies 
it into the tap of memory. 

- The created data is then, moved from the top to its appropri¬ 
ate pJace in memory 

I7ie neLU pro^nam is autorrtaticailp run. 

One of the major features of tlie prograjii Is tliat long seg¬ 
ments of hexadecimal can be used. TTie created code Is usually 
intended to run in the same area as \s actually used by Basic 
itself, To create the code in its correct, place would therefore 
corrupt the Basic program before it had finished its work. 'Fo 
counteract this the calcuiation starts al the end of the DATA 
working down through memoiy^ placing the new^ code at the 
top. This way If any overlap occurs tiie relo^ant data has 
already been used- This new code is then copied directly down 
to Its intended positton byte by byte and then run. If ttie new 
program does overlaps the Basic code then this will be corrup¬ 
ted and on exiting the machine code the Basic may well have 
gone for a walk. 



Listing 3 

HOW TO USE KRUNCH! 

LisUng 1 is the original KRUNCH profiram, Type this in and 
save to disk as UST ' Dl:KRUNCH BAS" 

Load up your hexadecimal code and merge this with KRUNCH 
by loading it using ENTER "DKKRUNCH.BAS" 

Change tine 5 to adjust tlie number of data lines, the sla.rtiiig 
point for the code and the run address. 

Add in any l^M statemetits at the top of the new program to 
remind yourself of what It Is all about and save Qie whole 
program to disk under any file name you like. Always SAVE 
before running anything valuable part.icularly where machine 
code Is involved. Any wee mistake and your computer can go 
into a deep coma. 

The same program will run from cassette or disk so there is 
no need for separate versions. 

Run the program. There will be a few seconds delay as the 
system loads Its own routines from its data. As it searches the 
memoiy for t he start of the data the background changes 
colour. Actually this was to tell me what the program was 
dotrig because with the Assembler Editor you tend to be left in 
the dark a bit while it is w^orking. A maximum of 3 seconds 
later there is your machine code running as it was intended. 
The system works well with several of the larger MC programs 
from ANALOG: processing, creating and running Tom Hud¬ 
son's "Hacterlon” in a total of around 4 seconds, producing 
over 5K of code. All my own assembler programs work well, 

- The program is written to use as little memory as possible 
and uses the equivalent of that used by the previous programs 
which create a separate running file. Hence it is crammed. You 
can change line 5 and add any REM stalcmcnts. Lines 6-22 
must be left Intact. Clever routines look for its own data stored 
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CS I REM 

B8 2 BEM it BOFFO l>y 7<^M HUd^Pil « 

3 f{£!^ n Originally F»UbljiEh«d and it 

GB 4 {^Eii it copyright of AI4A1.0C n 

CH % REIN ittrittittrittii i i i u 1 11 11 H I it i tmim t uumBJiH ii ium 

ML & PEK 

CT 10 TRAP AOOOOl'i "RflSSEMBLAilt OA 
TA COMUERTOR''S ? + TOM Hufd^oh^ ANAL8 

G CdNputing^' 

FA 20 DIM FILE? 1151 T F1^<175 , D?til , HK5tl6J 
. RMS tlJ ,CK?tl3,00?<1? ^ PQMSGSt6> :HK? = "0 
12345^70?ABCPEF” 

Lfi ZO POilTlOH 2^5S? "EE E^J/HftTA file"; 
iINPUT 0D$:IF 0RS-“0" THEN ODMS&S="OBJ 

ECT’MGaTO 60 

OM 4B IF eD$ (>"!>" THEW 30 
FO 50 011M5G?-" DATA" 

yp 60 PWiITtOM £,7:7 *^"J0DM5S?;" filefia 
Me"j:II#PtJT FXLE?:TfiAP 120 ! IF LENtFILE? 
>-l THEN 00 

EJ 70 IF FILE?12p.. THEN FI?=FILE?:GO 

to 100 

FM 00 IF FILE? .. THEN Ft?-FILEilGQ 

TO 100 

DZ 90 FI$="D:":FI?131^FIUF? 

FY 100 OPEN ttl,4p 0,FI?!IF 0&? = "q" THIEN G.E 
T Bl*0yTe:GET t11,BVTE2:IF B¥TE<>£00 OP 
D¥TE£<>25S THEN 130 
NL 110 GDT6 150 

IK IZe ? FILE?;'* INUALID FILE,'V; J GOTO 148 
EE 130 ? FILE?^" HOT OBJ FILE,"| 

HB 140 7 a INPUT P$ : CLOSE 

ttl:GOT0 00 

P« 150 POSITION ZjY!? "HS SASIC fiiBnaHe" 
1JINPUT FILES 

JK 160 TRAP £00:IF .. THEN FI 

?^rXLE?iGOTO ISO 

PT 170 IF FILE? THEN Fl5 = FILE?: G 

OTO IM 

ET 1B6 FIS = "D S " : F1?13J ==F1LES 
DL ISO OPEN «Z,3,0jFjSsGOTO 210 
CO Z00 ? FILE?;** INUALIO FILE, PRESS \:l^it\ 
GC]"j:INPUT pS.CLOSE SlrSOTO 156 
210 POSITIDM 2,11:7 "EBstopting ii ■nano 
STRAP 210:INPUT LINE!TOTAL^O 
NA ZZB POSITION 2,l3;? *'tB Line incPBMent 
"iiTBAP ZZOKINPUT INC 


JW 230 POSITION 2,15;? "QQ ge t i Ma 1 

«; 3 INPUT frHGilF DH$0"D" AND Dtt? <> 
t«EH 230 

HD 240 POSITION 2pl7:? '^00 Oytei; per tine 
";:tRAP 240:INPUT BLIN 
HE 250 POSITION Z,iS:? "HI CheckEUM lY/Nl 
";:IMPUT CK?^IF OK?<>"V" AND CK?<>'"N'* 
THEN 250 

DL 260 COIJNT=:0 : TRAP 423 

FG 270 IF OD?-"D" THEN LA=0:HA=6553?sTOTL 
E H3:65536 ? TLC--1 S GOTO 310 
LJ Z60 GET ttl,L€JltGET I11,HI1:GET t|±,L02;G 
ET Bl, HI2:in-L01 + HIi«256 ! HA = U02+*II2»25 
6:T0TLEN=HA-Lfi+1:TLC=-1 
HH 2S0 IF HA=737 AND LA=73fi THEN 426 
OT 300 IF €0UNT>0 AMD LAOLL + 1 THEN ? "6B 
memory not CONTIGUOIfSI-SEND 
JN 310 LL=KASIF TOTAL>0 THEN 330 
OP 320 K = '-SS9 

JH 330 TLC-TLO+ItIF TLC=T0TLEN THEN 270 
KN 340 GET ftj , BY T E i TOT AL =TOT AL + 1 : COUNT-CO 
UNT+1 tGNDTOT-GNDTOT+BYTEJIF CK?="V" AN 
D GN0T0T>SSS THEN GNDTOT rGNDTOT-’lOOB 
HF 350 IF H--939 THEM ? tt2;LINEl" DATA "; 

;LIHE-LINE+INC:H=0 

PM 3fiO IF DHS="D'* AND M>0 AND H<flLIN THEN 
? 

OL 370 K = K + l :Xr = THEN BH-INT (BYTE/ 

161 : 0L-BVTE- CDHNIO? T7 ttZ ; HM? f OH+l , BH + 1 
1^HN?CBL+l,BLtlJj ;goto 390 
PO 300 ? tlZ;BYT2: 

PG 390 IF KCBLIN THEN 33S 
BH 400 IF GK?="N" THEN 7 it2 S GOTO 3ZB 
TJ 410 ? »2;",*^GNPTOT:GOTO 320 
Efi 4Z0 IF PEEK tlSEl 0136 AND PEEKtl95J<>B 
THEN 7 '*NQABNORMiAL TERMINAT10=N CERROR 
"jPEENtiSSij"5"JEND 
OZ 430 IF CK?^**N*' OR K = -SSS THEN 490 
ON 440 IF DI*i = "D" THEN 470 

PM 450 ? tt2) "00^^' JTOTAL=;TflTALFl:H=:H + lMF 

K<BLIN THEN 450 
OJ 460 GOTO 400 

F¥ 470 ? 02; ", 0"; : T<tTAL = TOTALFl : K = K + 1 : IF 
K<BLIH THEN 470 
MM 480 ? t*2F'*, *■; GHDTOT 

MM 4S0 ? »Z:? 02; LINE;" BEM * "; TOTAL !** 0 
YTES":CLOSE DISCLOSE #2;END 


Listing 4 - Tom Hudson's BOFFO J^m ANALOG magazine 


Jn REM statements by calculating their poallioti in respect nf 
the present posiUcn of the Basic interprciers within the Basic 
Code- Do not inaert any lines here or the program will not 
work. 

' Sorry, but 1 liave used ASCII data in lines 6-9. Unfortunately 
It is the most memory efficient. I have stored it in REM 
Statements as it overcomes some problems with control codes 
on the screen, presided the program can actually locate the 
code? Ensure each character Is correct. Use appropriate con¬ 
trol and inverse keys and don’t forget to use TYPO 31 

- Line cramming is memory efilcient. Some lines exceed the 3 
screen lines permitted. Type POKE 82,0 in direct mode to allow 
the full 40 column display, T’his should make It easier to enter, 
' it is recommended that DATA is started at line lOOO. Precede 
the start of data with a program line as In line 999 

999 REM MEMSTART 

The first part of the program searches the w-hole computer 
memory for MEMSTART and then notes the next DATA line as 
the start of the relevant code. Each data line must contain 90 
characters corresponding to 45 bytes witli no checksum. 

- The program works with almost all cases 1 have tried. It 
temporarOy uses page 6 and an area at the top of memory; 
Occasionally If your MC program uses this area for data there 
may be some garbage about or scores/player infomiaQon may 
have data Initially applied to it at the start if the program does 
not zero all Its variables. 

- Code can come from any source but remember that some MC 


liles contain data right at the start defining the position of the 
code and running address which should not be confused wltli 
the first program commands, Tom Hudson's "Boffo" sets up 
Assembled code nicely for this routine. 

So that is it, A useful clever little tool 1 wish I had completed S 
years agol Run yotir hex direct from Basic and amaze your 
friends. 

Listing 1 - The original ERVNCH program 

Listing 2 - Source code qf a short demo written with 
the Assembler Editor. 

Listing 3 - The assembled object code has been 
converted to Basic hexadecimai data statements 
and has been mer,ged with IQII/IVCII. This program 
cart then be run. The program will run in a few 
seconds. Most of this processing time is the Basic 
initialising its MC data. It takes os long to KRUNCH 
100 bytes as it does 8 Ebytes. Note that the demo 
has been deliberately set to run at $2328 (decimal 
9000L With I30S installed this will over lap with the 
Baste program. Press RESET and list the program. 
You will note that the end of the program has been 
corrupted by the working machine code. 

Listing 4 - Tom Hudson’s BOFFO 
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CONTRIBUTIONS 



thrills ... 

and a few bob in your pocket! 

Why not turn the love of your Amri intr} a few to spend 

an;- you wish? Lots of people have done so by getting something 
published in NEW ATARI USER and they have also erXpei ienced 
the thrill of seeing their name in print. There really is something 
special about opening up a magaiine and finding something that 
you have written all nicely laid out with your mme at the topf 

We pay for articles and programs on the following 

if 

for the 'sir program listing each issue 

for all other listings published 

for the DISK BONUS program, 
if used on its own 

or more for multi^page articles 

for a single page article or review 

plus other sundrj' payments for various items published 


WHAT SHALL I WRITE ABOUT? 

Programs for the XI^/XE can be on almost anything, as a 
scan through past issues reveal. We are short of good 
arcade gam^s though and love stuff In machine code but 
Basic la fine If the game is good. 

As for articles, the main aim is to write about something you 
really know about. Chances arc that if you have discovered 
something that Interests you enough to write about it, it will 
interest others as well. 

All programs must be submitted on disk If possible. Casset¬ 
tes will be accepted but we can't guarantee that they will 
load, so the risk Is yours. Articles should be submitted as 
text files on disk wherever possible with printed copy If you 
have a printer. 

We are not really fussy about presentation, as long as the 
programs or articles are well written, but the easier you make 
it for us. the better chance that your work will be published. 
We work on close deadlines each Issue and there Is nothing 
wnrse that to select a really good looking program only to find 
that WE can't ligurE out how to use It because the author 
didn't wTlte up the Instructions! 

We can't guarantee that we will use every item submitted 
and we can’t write back with reasons for not sE^ecting certain 
articles or programs, taut a lot do get published, as our 
regular contributors will know, so give it tsy . 

Send YOVR coretril>utions to 
THE EDITOR, PAGE 6, 

P.O. BOX 54, STAFFORD, ST16 1DR 


£50 

£25 

£50 

£50 

£25 


Gralin International 


Cartridges 
All £4,99 each 


Missile Command / Kaboom 
Pacman / Ballblazer / Hardball 
Lode Runner / Pole Posidon 
Rescue On Fraciulus / Galaxim 
US Football / PsKinan / Archon 
Easiem Front 1?41 / Moon Patrol 
Siar Raiders If / Food Fight 
One On One / Rally Speedway 
Fighi Night / Barnyard Blaster* 
BaidETone. / David's Midnighl Magic 
^Requires Li|hEgun 

Cables 

S50/P;R£gnrection-> Printer ..r£9.w 

S50/P:R:Connection->RS232 ...£6.oo 


SIO Cable ■•I- hhH K-i*! •! I 4'i r-i I'a rm ..,.,.,.£5.9) 


Othef Products 

MIDIMasterU.£29.99 

Replay Sound Sampler.£[^4,95 

DigiDrum U...£5.99 

Datari RS232 Interface,,,..£29.99 
ChramaCAD 3D 

Model Builder.£24.95 

Surface Shader XE91 ...£24.95 

Turbo 816 Upgrade.£80.00 

Rubber Stamp..£15.00 

Page Designer...£15.00 

Typeselter. £20.00 

Blazing Paddle.. 

Super Data Base 1-2-3.£35.00 


For further info see add within New 
Atari User issue 55 & 8:16issue 15 


Atari ST Software 

Geography Tutor.£1150 

Mugshot! .£7,99 

Xformer Interface ...£19.95 

Atari Shit anulaJiflf ftr Atari ST oompldc 
with cable for cmn-cctkin-Qf 3bii disk df ive. 
Software nm includcfe uiility ihai dUms 
you use ^bil drive as ^ ST drive, 

MicroPrint Parallel 
Primer Interface ..£31.95 
5fi cable. Connects to serial bus. 
CompaLible with tdl software 

XEP80 New Low Price 
80 column video unit 
with printer port 

XEP80 + BobTerm..£25.00 

Atari Writer 80. £19.95 

XEPSO/BobTenWAWSO ..£35.00 

Timewise.....,.....£3.50 

Visicalc (iasifew} .£7.99 

DOS XE +Manual...£12.50 

Ordering InformAtiirn 

£1.50 for orders under £50.00, 
Oversea P<SrP extra. Cheques / 
PCs i IMOs payable to &aliii 
International. Above U a selection 
from oiirpfioduc t guide+new items. 
Please send all orders toiGralin 
International, Dept. P62,11 ShiUilo 
Road, Parkstone, Poole, Dorset, 
BHi2 2BN. Please allow 28 days 
for delivery. 


Come iind meet us at ilic 35lh l,ongleat Amalcur 
Radio Rally on 28lh June, 1992 at Ltmglcai House, 
Special rally prices for many products. 


MCE ISSUES 


Th6/oUowtn^ hack issues of 
NEW ATARI USER are still available 


Issue 

31 

Issue 44 

Issue 

32 

Issue 45 

Issue 

33 

Issue 46 

Issue 

34 

Issue 47 

Issue 

36 

Issue 48 

Issue 

37 

Issue 49 

Issue 

38 

Issue 50 

Issue 

39 

Issue 51 

Issue 

40 

Issue 52 

Issue 

41 

Issue 53 

Issue 

42 

Issue 54 

Issue 

43 

Issue 55 


DISKS ARE AVAILABLE 
FOR ALL THESE ISSUES 

BACK ISSUES are £1.75 each In the UK (lae. post & packing), 
£2.40 fftr fiiirdpe ow surface mall elaewhere and £5.50 
for Air Mail outside Eurepe. Ptleca iucltide poatagB 
ISSUE DISKS aie for any 4Sk or 64k S-blt Atari 
Each dlak la £2,95. Poatage FREE In U.K. 

Overseaft add £L per order (mj numher of dlaha) 

Send your order to 

PAGE 6, P,0. BOX 54, STAFFORD, SI16 LDR, ENGLAND 
ACCESS Bud VISA accepted, Tclcpbonc 07B5 213928 
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Another issue another crocking Tips ter cx>J umn' This 
Lssue we tioce more hints aiid tips Jor Alternative Reality 
and the complete solution and accompanying map to 
Voodoo Castle by the master of oduentiire gomes hfmsei/ 
Scott Adarris. 

MonTeP-Limas revenge has had its .full map exposed fall 
Pie ieneLs not Just the jirsi two) but will have to be held 
ooer to nejcf issue due to iacfc of space but in ihis issue 
the mail croinler strikes bock lOith the solution to Spider- 
man and there Ls a packed Quick E's section, 

Ei^er toon ted to video your best hiyh scores? TTien i'il 
tell you hoio to do if later in the cohimrlH but let's CUf the 
crap fas they charmingly say in the US of A) and plough 
brouely on to the abyss caUed Games Players Hell 
where your only saciour Ls yours truly. 


AimiE MAUIY 

IHE DUKEON lEVISlD 

Alain Dessa.iivage of BtubscIs responds to the tips Is^sued 
about Attematf\^e Reality: ITie Dungeon, □,K, so the tips 1 gave 
out were never meant to be the be all and end all of tips Jbr 
this incredible game. Wliat Alain has come up Is a more 
comprehensive list of facts and tips to help you complete the 
game more easily. 

The answer to tlie riddles of the Gargoyle are: Shipwreck, 
Oracle aiid Bloodstone. 

To kill off the Great Wynrm you need to toe in possession of 
the Amethyst Rod and the Temporal Fugue Spell, llie Rod is 
located in the SW comer of level 1 near the Sword of the Adept. 
You can get the Fugue spell If you free the Ozoob, the Palace 
fTiaoner. Now run to the Hall of the Adept on level 2 and find 
the place where a purple pyramid Js painted. Use O^ie Rod. You 
will toe teleported to a secret alley on level 1 where you will find 
a Solar Suit and Uie Gauss Gun. The Solar Suit protects you 
against ttie Dragons breath and the Gauas Gun combined with 
the Temporal Fugue spell is rather awesome to use. 

Still, you’d better hm^e a few golden horns at hand (na what 
I mean?) 

Also avoid getting Loo many objects otherwise you could end 
up with a visit or two from the Dev'ourer. 


QUICKIES ... QUICKIES ... gUICKTES ... QUICKIES ... QUICKIES 


Stephen Ranibaran tsorry if I haven't spelt your name right) 
has been burning the midnight oil producing such a huge list 
of what are In my opinion some of the best games that he has 
forgotten to include his address. He brings us tips for GUN- 
LAW, MOLECULE MAN* THRUST, WAR 
HAWK. QUASIMODO, and ENCOUNTER. 

O-K. lets get cracking. In GUNLAW you ean’t continue 
from where yon left off but if you just stay at the bottom of the 
first screen and only shoot those soldiers that come onto the 
screen then you should be alright and you’ll get a huge score. 

If you move up tlie screen then remember to keep moving and 
also remember that rocks repel bullets so use them to hide 
behind if things get too haiiy. The second level for Is It part?) 
has you tiying to get past the laser gates. Tlte best way to get 
past these is to go up the side of the screen and then stand 
directly in front ol them, wait until they turn off then run like 
hell to get past them and saunter back to the side of the 
screen. On the Ltiird level you have to go through the houses 
and then past the lakes. That's as far as Stephen has got but 
he’s working on it. 

MOLECULE MAN can be beaten toy loading up the 
editor and placing a lot of money around ynur starting place 
and then putting some more at strategic points throughout the 
game so that you don’t run out of bombs and time. 

Ttie ship that you pilot in THRUST has a laser that can 
be used to fire at the reactor several times so that a countdown 


appears and then you can leave the level by going up. This 
completes the level and so gains you access to the laLcr levels 
but they can get tricky. 

When you go tlirough the later levels of WAR HAWK 
you will get the chance to get an Icon that increases your rate 
of fire to that of homieidaL 

When you have finished the first Iwel of QUASIMODO 
put the gem in the first case and then go to the left wall and 
jump against It, A shadow of the portal should appear and you 
can go through to skip the part of die game with the archers. 

To deal with incoming missiles in ENCOUNTER get 
parallel with a column and then move backwards and wait for 
the missile to come Into your sights and then blast It. The 
tu nnel Is a doddle if you only move if there Is an asteroid 
dirccOy In your sights, the others will go past you harmlessly. 
The blue light on your console indicates when the saucer is 
about to fire, move In any direction except towards or away 
from the saucer (Le. cither left or light at any angle) 


From The Netherlands and Magic Star Software (send in your 
address please lads!) comes the solutiori Lo the colotir problem 
111 the l^inbow Room (Qie temple) In THE GUUD OP THIEVES. 

You are on the black square Type: SE, N, E, E. SE, S. SW, 
E, You are now on the Wliite square (and you can enter the 
house now) The way back ... Type: W. NE, NW. W. W, S. 
NW [the opposiLc) 

You are now [back) on the black square. 
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Mapped and solved 
by Mark Stinson 



ROOM 


RABBCT'S 

FOOT 




UP 

DOWN 

om 

1NEV 


SOOT 
BOARDS 
Q RATING 




Scott Adams's Voodoo Castle tias the mystery removed from it as ouf 
intrepid explorer and cartographer Mark Stinson (from the French 
colony of Ashby de la Zouch) maps and solves its mysteries and lays 
them out for all to see. 

As always the solution is backwards so that STOP TAPE = POTS 
EPAT NEPO NIFFOC - TEG GN1R - E - TEG EFINK - EVAW GNIR - 
FORD GNIR - OG ETUHC -TEG EUQALP - OG ELOH - NOMMUS 
MUIDEM ■ KOOL LLAB - W - W - OG ECALPERIF - TEG LODI - S ■ E 


- S ■ W ■ S - E - TEG DROWS ■ TEG DLIEHS - W - N - E - TEG 
SSALG - E - EVOM ETTLEK - OG ELOH - DAER EUQALP - PORD 
EUQALP - NAELC LODI - TEG TOOF - U - W - LLLP OAEH - PORD 
GROWS - NRUT 38 (VTRIHT THGIE) - NRUT 33 (VTRtHT EERHT) 

- TEG REMMAH - PORD SSALG - FORD HEAD - E - E ■ XIM 
SLACIMEHC - TEG SLACIMEHC - TAE SLACIMEHC -W-W-S- 
W - W - S - OG ROOD - KOOL EVARG - TEG REVOLC ■ TEG WAS 

- E - N ■ E ■ N ■ N - OG WODNIW - TEG LLOO - S ■ S - TUP TOOF 

- NO NAM ■ W ■ OG ECALPERIF - NEPO EULF - OG EULF - LLUP 
SLIAN ' PORD SLIAN - PORD SLIAN ■ PORD REMMAH - LLUP 
SDRAOB ■ WAS ETARG - PORD SDRAOB - SSERP NOTTUB - 
HSUP PEEWS - DAER REPAP ■ PORD REPAP - D - D - S - E - S - 
OG SRIATS - YAS PAZ - NETSIL * D - E - N - E - E - TEG GAB ■ W 

- W - S - W - N - PORD OLEIHS'- E - OG ETUHC - EVAW GAB - 
OG KCARC - TEG EGAP - S - NEPO GAB - TEG KCITS - TEG 
KOOB - DAER KOOB - DAER EGAP - PORD KOOB - PORD EGAP 

- PORD GAB ■ OG ELOH - KOOL LLAB - W - ELCRIC NIFFOC - 
EVAW KCITS - LLEY TNAHC 


New Atari User - Issue 56 


25 
























































































































































SPIDESMAN 

A. Staniaszek of Middlesex has the solution for your friendly 
neighbourhood ad'^/enture of SPIDERMAN. I'va seen a solu¬ 
tion for this game before and I can’t for the life of me 
remember where it was so here is the solution and I'll go and 
lie down in a darkened room and think where I saw it last. 

Walk along the walls, go W, look in the crib and lake the 
formula, look in the crib again before taking the gem. Go N, 

N, drop gem followed by the formula. Then go S, S, E and 
open the doors, 

Enter the shaft and look around especially in the niche and 
get the gem. Now go up the shaft and have a look around in 
another niche before getting the gem. Go up again and 
search around for another gem. Push the shaft and go up. 
Take another look before getting the next gem. 

You are now in the Penthouse, so lower the thermostat 
twice before reading it then open the desk and get the sixth 
gem. Take the painting and pull it, then get the paper and 
drop the picture. Go back into the shaft, Go D, D, D, W. W, 

N, N and drop a gem six times. 

Go S, E, take the aquarium. Go W, S, E, and enter shaft 
again. Go U, U, U, W, raise the temperature. Empty the 
aquarium and take the gem, then drop It in the aquarium. 
Lower the temp. Take the desk and couch and go back into 
the shaft, 

Go D, D, D, W, W, N, N, and drop a gem, Go S move E and 
take statue. Go W, S, E, Enter into the shaft, climb up, go W 
and drop Statue, couch and desk. 

Enter shaft again go U, W, W, and close your eyes. Go W 
then push the knob. Open your eyes and get the gem. Type 
RUN, go E, S, to get the acid and calcium, then go S, S, get 
other chemicals. Go N, N, mix the chemicals first and then 
get the calcium - then call. 

Go S, S. take chemicals go N, N, now make a web. Drop 
the paper then go S, E, enter the shaft. Go D, D, W, W, S 
drop the calcium. Have a look in the corners and take the 
gem you find. Go N. N, N. and drop the gem twice. 

Go S, and shoot your web at the gem before you get It. Go 
N and drop the gem. Go S, S, S. Take the corners and go N, 
E, to get to the roof. Open the mesh and then drop it, Go 
down duct and get the gem. 

Examine the fan before shooting your web at the button five 
times, then enter fan to take the gem before going D. D, D, 

D, D, Get octo and hit electro, Go W, read dial [should say 
957) go E, U, U, U, U, U, enter fan and go down and feel N 
before taking gem. 

Go S and feel S and take the gem before going N, E, E. 
Enter the shaft and go D, W, W, N, N, drop the gem seven 
times. Go S, S, E, and enter the shaft. Go LI, U, W, W, W. 
Type RUN. 

Go E, E, enter the shaft, go D, W, W, enter the roof. Enter 
the duct, then the fan and go D, D, D, D. D, take the 
newspaper. Open it and take the gem. Go U, U, U, U, U, 
enter fan. Go D, 0, E, E, so you can enter the shaft, Go D, 
W, W, N, N, drop gem - ask for your score = print MICAH 
100% Finished game. 


^ 




ACTION REPLAY 

Kechoiig Ngugeti from Kidbrooke in London wanted to 
know how to \1deo the games he's playing. You first plug 
IheT'i'^ lead from the computer into the antenna In socket 
on the \ddeo, Now select a blank channel on the ^1deo 
and then tune it into 36. The antenna out goes to the 
ly and you view it on the video channel. Uefy Presto 
videoed gamesE (You may need a male to female adaptor 
for the \'ldco because not all videos have the correct 
connector on the back) 


CHOP SUEY. ISOI and DESMONDS 
DUNGEONS tiavc all become that bit easier with these 
ups from Owaln Mason of Blrmin^am. [Once again someone 
has forgotten to put on their full addre.ss so please contact us 
and we'll send you a free cassette as we've run out of badges. 
Eveiy'one, please include your full address and postcode, 
thanxf] 

If you keep the Joystick In the up-lefl position in Chop 
Suey you will then get more points and better opponents. 

When playing Jammy Jim in 1.80! the sequence of darts 
you need to get for a finish is 180, 180, 51 (treble 17) SO (bull) 
and 40 (double top). 

During the vault level of Desmond’S Dungeons if 
you fall to put the money in the collect go under the money hag 
to tiy again. 


FREE CASSETTES! 


W0 ain’t got no t/adges left so, tor a period 

only, wo will eend a FBEE CASSETTE (trom those on 
the Accessory Shop edveita end updetes} to every¬ 
one whose tip la used in this end future columns. 
Now that’s got iobean incentive to thinldng and 
get writing to hte Tfpst&r, SAow The Tipster what you 
think of him - bury him in e mound of paper! 


Help !... Help !... Help !... Help !... 

Owain Mason needs help on GUNFIGllXER. he always 
seems to be killed by Billy the Goat, so get out your Colt 45'3 
and mosey on down to that ole choral. 

K.J. Blakeman is having a hell of a time trying to get around 
the dungeons In the Thalion game DRAGONS 
FlUlGHT The dungeons seemed to have only a fe^i' levels 
according to him but he’s sure there axe far more, He also has 
the crysial blade, magic chalnmail and daggers and the such 
like. He needs any help that he can get so get adventuring and 
then get writing. 

This Is my turn for an out and out plea for BAOREl TIPS 
AND HINTS. It appears that It has happened again, the 
same happened last year and following my plea you responded 
Incredibly well and I am sure you will do the same again. Any 
tips, hints and maps that you might have along with complete 
solutions to ad%'entures or Just little snippets will all be used 
to the greatest effect. 

Please send me your tips, hints and solutions to any Atari 
game or program as my cupboard Is massively on the bare side 
at the moment. 

THE TIPSTER 

Send ail them hiriis, tips, NEW ATARI USER 
mops and chocolate bors P.O. BOX S4 

to this odidross STAFFORD 

ST16 IDR 
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U/XE QUICKIE 



A fractal can best be described as a shape which repeats 
itself perfectly if one segment of this shape is examined 
closely . A good example of a fractal which occurs in 
nature Is the fern leaf which has a central stem with numerous 
■'branches" coming from this ’trunk'’. However If one "branch" 
is Inspected then it is found that this "branch" In fact becomes 
a "trunk" in its own right with numerous "branches" Lwolvlng 
from It. in creating fractals the process can be repeated Indefi¬ 
nitely ’With the shape being broken down each time only to find 
It fs made up of an exact replica of itself, 

■fhese shapes ha’ve Interested mathematicians lor years and 
have developed many a variation on this theme via the Man- 
dlcbrot sets - an illustration of which can be seen In the STT 
FILE of New Atari User Issue 48 but fractals can he simpler. 
This program does not display as intricate a pattern as tlie 
Mandlebrot set. in fact the basic shape Is a triangle, howev'er It 
is stUl a true fractal. 

The Idea for the program came from an Equinox program two 
years ago, showing that fractals could be generated simply by 
having three reference points, randomly moving half way to¬ 
wards one of these points, plotting that point, and then ran¬ 
domly moving half way to the next point, plotting this and so 
on until a fractal is formed. 


HOW IT WORKS 

Line 10 sets up the variables and selects graphics mode 8. 
Note that (158.10). (10.158) and (310,158) are the three refer¬ 
ence points of the triangle, with (A.B) representing the current 
position of the cursor 

Line 20 randomly chooses one of the reference points 
Lines 30 - 50 instruct the computer what the co-ordinates of 
this point are and stores them in the two variables Y and Z 
Line 60 then initiates a short GOSUB routine to move the 
cursor half way to this point, which Is then plotted 
Line 70 then returns to line 20 and the process Is repeated 
again 


TYPING IT IN 

IVpe in llic basic listing; and save a copy in the normal way. 
Huti the program and then make a cup of tea. Unfortunately 
the program forms the fractal picture by plotting IndlvIduEil 
pixels and therefore lakes about 20 minutes to form a good 
image. This process can be speeded up by Turbo Ra.sic users 
replacing line 20 with: 20 Q= IiAND(3) and by using an "EXEC' 
command instead of’'GOSUB'\ 

By the t.tme the cuppa has been drunk the fractal should be 
nearing completion, although this never really occurs for the 
longer the program runs tfle better the definition of fractal. 
Even after a relatively short amount of time it is fascinating to 
see how the big triangle is made up of three smaller Identical 
triangles, and that each of these is made up of.... 

Why don't mn the program and find out for yourseli? 


by Ktchard Welsh 



SUBSCRIBE 

TO NEW ATARI USER 


TELEPHONE SUBSCRIPTION 

Simply phone us on 0785 213928 
quoting your credit card number 
for your subscription to commence 
with the next issue 


MAGAZINE 

SUBSCRIPTION 


For your copy of the ONLY magaiine to support the 
ATARI XL/XE and the one that gives the alternative 
viewpoint on the ST subscribe NOW! 

A six issue subscription is available for the special 
price of just £12 in the UK. This not only saves you 
money but ensures that you never miss a copy 

OVERSEAS RATES: EUROPE IIS.OO 
ELSEWHERE £2L00 by AIRMAIL or £15.0tt by Surface 
.VO FfllCE INCREASE ON DISK SURSCRIPTIONS 
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and SURFACE SHADER XE 91 


I will start by apolO;|^sing to those of yovi who read the 
tnltia] FL-view of thesw; two program? in the last Issue. My 
initial feelings for these programs have been largely rein- 
foreed by a slower, more detailed look so some of what I 
now have to say will be a repeat, I hope, however, that a 
more detailed review will help you to decide whether these 
programs are what you want, At £24.95 each they are not 


Ian Finlayson conducts a 
full review of the programs 
previewed last issue 


cheap by eurrent Atari 8-blt standards, but unlike most 
current B-blt software th^ are completely new. 


GENERAL CAPABILITIES 

The two programs complement each other totally, are 
two components of a sort of computer aided design (CAD) 
package - hence the ChromaCAD name presumably. The 
first, Model Builder 91, Is used to create complex three 
dimensional shapes and to allocate colour and texture 
codes to the surfaces of the shapes, but it cannot display 
the finished object. The only graphic displays included in 


programs are complex it Is worth following through the 
whole sequence in order to gain a lull understanding of how 
everything is used. You may find this a little slow at times 
but If you try to go straight into the program without 
following the manual you will very soon be in dilRculty. 

Most of us like to "load and go" with any new software, but 
these are not the programs to try this method. The way the 
menus and other features work Is not like any other prog¬ 
ram I am familiar with and Is not intuitive, and the manual 
is not written to be used as a reference, so you may find it 
diirictilt to look for help when you gel stuck. If you use the 
manuals the way they are intended, however, they give a 
very thorough introduction to all the features □! the programs. 


Model Builder are views of the contour lines which make up 


the object. 

Surface Shader XE 91 takes the data produced by Model 
Builder and displays it. It cannot edit the data, but has the 
ability to change surface colours and to set up muluple 
lighting of objects with variable intensity to get liiree dimen¬ 
sional shading effects. Just like a photographer lighting a 
subject. 

Each of the two programs has many more features than 
this as I will describe later, but It will be easier to under¬ 
stand the details of each program if you have their interre¬ 
lationship in mind. What Is clear is that you really need 
both programs to achieve anything meaningful. Model buil¬ 
der alone is only capable of displaying the contour maps 
that define an object, while Surlace Shader on its own can 
only display the few models provided on the data disk: it 
cannot make any new ones. 


HARDWARE REQUIRED 

These are disk based programs ao you will definitely need a 
disk drive. Model Builder is for any Atari 8 hit computer with 
over 48K memory - i ran it successfully on a standard 800XL 
with no problem. For Surface Shader, however, the require¬ 
ment is greater It needs an 130XE. I have an 800XL with the 
Rambo XL memory expansion and the slandard version of 
Surface Shader would not display finished Images on it but 
Qiere Is also a version of Surface shader for ’'non-standard 
130XE memoiy-upgraded computers', the KSU version, and 
iJrls runs withoul a liltch on my expanded 800XL. 


MODEL BUILDER 


DOCUMENTATION 

Tlie documentaaoti of both programs is thorough. 136 
pages for Model Builder and 69 pages for Surliace Shader. 
The basics are spelt out clearly, to fact if you buy both 
programs you will find the first 20 pages in each manual is 
the same, This Is the part of the manual that tells you how 
to use the menu system, how to set and change the oriejita' 
bon of the models on screen, and how to set up several 
models in view togetlier, 

Tlie form of the manuals is like a tutorial, and as the 


This is w'here you design and build up your 31) model, The 
basic principle of the system is to build up a model in layers, 
like contour lines. A base line is plotted first and then the 
vertical offset to the next line is chosen. This offset defines the 
thickness of the "layer" and can be big If there is little fine 
detail in that part of the design or small if detailed surface 
irregularities are to be included. As the second contour is 
drawn a strip of triangles connecting the new line to the base 
line Is formed. Ttiese triangles will he the surface facets of the 
finished model and their colour (6 availablel and shading are 
defined as you go. As each contour line is compleU'd it is saved 
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icj diskH Uicn the build up cf Lhtr model eontinues using Lhc 
previous contour line as Qie low line while a new high line is 
drawn. 

Tlie drawing process can be done by positioning a cursor with 
Joystick or keyboajd keys, or by calling up a menu that allow^s 
x,y coordinates to be typed In. This menu also facilitates the 
drawing of straight lines, circles, ellipses and arcs. These are 
the only drawing tools: there are no flip, rotate, cut and paste, 
bezier cur^^es and such like that you may have seen in drawing 
packages. There arc short cut kcwatrokcs that speed tfic con¬ 
struction of the side panda, and a trace facility w^hlch con¬ 
structs a new' high line directly above the previous one when 
the side panels are vertical. This drawing process Is described 
in detail In die handbook with esaiiiples which show^ you how 
to draw solid letters L, 1 and O [each slightly more complex) 
and to finish with a coffee mug. 

Viewing your w^ork can be done at any stage of the creation 
process, so you can check as you go to be sure that there arc 
no mistakes. This is important because tticrc is no way to go 
back into a modd to make adjustments unless you peel off the 
layers tiiat tiave been creaied furQier on and tJiey are then lost 
and have to be draw'n again. Ttiere arc ten orientation registers 
which can hold data for different views. The standard view Is 
vertically down onto the x,y plane at the origin (x=0, y=0). The 
onentatlnn settliigs that can be set are pitch, yaw^ mil, dis¬ 
tance of eye point from the plane, offset in x,y and z directions 
and angle of view. Angle of view^ effectively provides a zmm 
function where a small angle of view' is equivalent to a high 
powder zoom and a large angle is the same as a wide angle lens. 
Wien you view your work part way through drawing a con¬ 
tour line only the current strip of construction is show-n [tliat 
Is the previous contour and the one currently being drawn) so 
you can see exactly where you are. When you view the whole 
model the display shows all the contour lines. 1’his is alright 
for simple models, but with complex models it can be quite 
difficu lt to appreciate what has been drawm and angle of view 
must be chosen carefully to make it as clear as possible. 



A composite photo pieced togetiierfrom separate shots of 
the entire image which can be displayed in segments for 
better resolution 

shading effect that is finer than can be shown on one screen. 
When viewed by eye there Is a noticeable flicker as the screens 
are flipped, but for photography an exposure of three quarters 
o-f a second allows all the screens to blend. 

To overcome the shortcomings of a rather low^ reacilution TV 
picture there arc facilities for splitling pictures up into pieces 
(up to 9 X 9) which can dien be photographed and the result¬ 
ing prints stuck together to form one large hlgli resolution 
image. But remember 9 x 9 Is 81 images - at half an hour each 
that is about 40 hours! 3 x 3 Is a more realistic concept. There 
Is also a possibility to automatically photograph a series of 
screens If your camera can be triggered by an electric pulse 
sent out through one of the contacls in the joystick port. My 
camera does not have this facllitv^ but It w'ould certainly be 
useful to leave the system running taking photos through the 
night! 


SURFACE SHADER FINAL JUDGEMENT 


Surface Shader is easier to understand than Model Builder. 

All the hard work creating your model has already ben done at 
this stage. What you can now do is use the same orientation 
registers as in Model Builder to view your work as a "solid '. 

Tlie program takes the data from disk and works out what to 
display and what to leave out and also the colour and shading 
effects for each displayed surface. "iTils can take a bit of time if 
the model Is complicated - the head on the data disk provided 
with the program lakes about half an hour to draw. 

There are a large number of options slvailablG In displaying a 
mcxlel after you have chosen iLS orientation. First there is 
lighling. Each model can be lit by up to three lights each of 
wlilch can be orientated separately in pitch and yaw. Each 
light can also be set In intensity and this brightness can be 
different for each of the 6 surface paint colours that were 
available for use in Model Builder. So you should be able to get 
some very unusual effects, but In the first Instance it will be 
easiest to set all light intcnsILLcs to 9 (maximum) and treat 
them like normal flood lights. 

There are 4 modes that can be used to display your models. 
Modes 1 and 2 are medium resolution multi-colour modes, 
Mode 3 Is high resolution 2 colour (picture and border) and 
mode 4 la two colour stereo Imaging. Combined with this is the 
ability to decide how many screens are set. up to improve the 
evennests of model shading. Up to H screens can be used. They 
are all set up in memory with each pleturc idcntEeal in outline, 
but with slightly different surface shading. When these screens 
are displayed in sequence very quickly the effect is to give a 


These two programs are vciy^ pow^eriul as 8-bit programs go. 

In lact I think the authors have tried to do too much. If you 
start to build complex models die time taken to generate an 
image gets unacceptably long, and Uiere is no way of saving 
the completed picture except photographically - the next time 
you wish to display It you will have to start again from the data 
saved to disk. The IntrodneMon says that the programs hav'e 
been written with portabllllyr in mind so they should become 
av'ailable for more pOw^erful computers, but probably at much 
higher cost. 

The price of this software seems a bit high remembering that 
you really need both programs though a great deal of effort has 
gone in to create these large programs in compact cede suit¬ 
able for the 84K 8-blt machine and they are presented well. A 
bundled price of about £35 for the two w^ould be value for 
money. I suspect that many Atari users will confirm the 
"gjames machine" image of the Atari by spending their money 
on lighter programs, but if you have a serious, enquiring mind, 
an enthusiasm Ibr the graphic arts and a fair measure of 
patience then these programs will keep you absorbed for a 
good deal of time and you can create your own "sculptures" 
without clay or kiln. 

The ChromaCAD system is available in the UK 
from Graiin intemational - see their adueiis in New 
Atari User. Prices are currently £24.95 for each of 
the two modules 
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HAVE A BLAST 
... and collect £200 
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This month: A compen¬ 
dium Jbr baud walkers, a 
brace of scintillating 
space thrashes, and a 
rendition of an evergreen 
property game. Ekimund 
Blake gets it all for the 
price of the disks ... 

S erious stuff lail issue, I'lglltVThts time, f'm guing 
to melt down a Joystick or two playing some of the 
man,'L'llous blasts available from the public 
domain. 

You won’t find a sequel to the latest from US Gold 
in ttie freebie grab bag of course, but you will find an enor¬ 
mous collection of arcade lookalikes - the chart-toppers of 
yesteiyear. See, it's like this. First time out with a new 
assembler, and a cracking copy of Galaxlans, Frof^jer, PacMan 
or some such rolls off the electronic production line, No-one’s 
actually going to buy a game originally popular ten years ago. 
but the programmer gets valuable coding practice and you get 
for free what original 8-bitters paid large amounts of hard cash 
for, 

Don’t think classic means dull cither, PacMan and Space 
Invader clones will keep a sweaty palm around your joystick 
for a long time to come ,,, 

Ail the games featured here come to you as collections. That 
is, as well as the featured game, each of the disks contain 
se\'eral other fun games, some of which will be reviewed In 
later columns, 

GALACTIC 

If Invaders is the Grandfather of all space shoot-em-nps, 
GalaxJans must be Ltic Great-Uncle once remcn'crd. Hie frantic¬ 
ally-falling fiends have enthralled Jo>^sflck wiclders since the 
days when Atari 400 flattened keyboards were thouglit to he 
the last word In hi-tech. 

Galaxians. however, always had the greater staying power. 


Whereas the repetitive plncer snapping of Invaders Invariably 
diillet]! by the 35th level, the seemingly endless swirls and 
swoops of the Galaxlans invasion Ibrce kept many a backside 
on the edge of a chair unLLl its owner's last laser cannon 
melted away bark into the silicon. 

Wow you can relive the glory days with Galactle, a furious 
rendition of the great space show-dov^m. The program opens 
with a gang of the extra-ten'estilal meanies gadding about a 
scrolling star held. You - In time honoured lashion - take up 
position at the foot of the screen, adongside two spare laser 
cannons ^ a high score read-outn level Indicator and your cur¬ 
rent score. Play starts by plugging a Joystick Into port 1 and 
brushing a finger tip over tfie Start key. From then on in, wave 
after wave of frenzied xenophobes hurtle downwards to your 
pitiful positions - you ^von’t know what's hit youf The first live 
levels or so are standard stuff, but then the alien hoards get 
angry. And when they get angry, they get mean - watch out. 

Galactic is one of the best Galaxlans clones around. Smooth 
graphics and good spot eirec ts combine to produce a thrash no 
sensation seeker should be without. 


ALIEN AMBUSH 

Staying with the space theme. Alien Ambush consists of yet 
more slimy green off-worlds careering down tlie screen in an 
attempt to part you from your lifeblood. Difference is,, howein'er, 
in this game^ there's only one alien to start wlth1 

One big fat alien - can't be very dlfUcult, right? Well this one's 
got a surprise up its slimy green sleeve. Hit It, and rather than 
dying, the fiendish foe splits into two super-fast, potcnlialJy 
fatal aliens whizzing around the playfSeld. Now you've got to 
blast two of 'emf 

Tfic action continues in a similar vein until you've managed to 
clear four screens’ worth of aliens, then the fun really begins. 
Successive aliens spht into four^ then the speed increases. 
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then there’s another split, then ... and so on, until It’s all you 
can do to switch to autoflre, grit your teeth and hang on for 
dear life! 

Author Peter Fckos' fast and Jurious vertical scroller lirst 
appeared in 1982, and it's every bit as good ten years on. Allen 
anJmation as smooth as Emma Freud’s thigh, overlays a sim¬ 
ple but utterly addictive Idea which wlU have you hammering 
on the lire button Just one more time In an effort to Increase 
your high score, 

THE PROPERTY GAME 
... OR GO DIRECTLY TO JAIL 

j- 

Game play l&nt aU about blasting aliens of course, board and 
card games have long been firm favourites of progranfimers and 
players alike, and there are silicon renditions of many of the 
most popular games available for the ALairi Classic. 

Perhaps the most enduring board game of all time is Parker 
BroLhsira.' Monopoly (and il il needs a dcscrlpuon, we haven't 
lived on the same planet tbr the last few decades ...}. Look 
behind the unwanted lamp-shades and broken fake Christmas 
trees In understalrs cupboards up and down tlie land, and 
you’re certain to see the familiar red striped box and flutter of 
brightly coloured funny-money. One or two commercial 
attempts to provide an B-bit ^^e^s^on have faded into obscurity 
ofVET the years, but who needs them when there's an excellent 
PD ofTcring? 

Monopoly is a comprehensive version of the arch board game. 
Up to four players can Join in the fun, but for the loners 
amongst you, the author has sensibly adapted three of the 
'players’ to computer control, so there’s always three other 
eager wheeler-dealers Just when you feel like a session. 

The game features an absolutely Indispensable save game 
option - some of those sessions can last an awful long time - 
and most of the standard procedures have been implemented. 
Occasionally, however,, tlie computer buys houses 'unevenly', 
which is teclmlcally against the rules. The 'bug' is well docu¬ 
mented in tlie on-screen manual (which Is excellent, ajid can 
be directed to a printer if you have one and to compensate, 
you're allowed to buy houses une^^enl^r too? 

One pinblem, for me at leasts is the screen display. Sure, 
there's heaps of information crammed in there, but where's the 
graphical representation of the board? 

I suspect that after coding all the possible strategies and so 
on, there simply wasn't enough room (and that's tlie docume¬ 
ntation’s explanation for the underhand house buying too 
Instead, there’s a series of codes arranged in an oblong, each 
representing a property. The centre of the oblong Is divided up 
into Chance, Conimunit>r Chest, player prompt areas and so 
on. It's all very nice once you become accustomed to It, but 
rather a shock at first. 

‘Course, a board game is all about how it plays, and Monopoly 
- at least, your Classic Atari, plays a mean board game. Two or 
three revolutions of the board, and the other players are all 
frantically building houses and trying to taan^upt or otherwise 
eject you from the game. 

dust the thing for those long winter evenings ■ or boring 
summer holidays. 

There are a number of other board games in the public 
domain, some with excellent graphics, w^hich w-eH cover in due 
course, meanwhile cheek the catalogue similar games. 


DOIN’ THE BAUD WALK 

Tlie Ark’s sysop James Bastable is a man witti a mission: to 
provide concentrated helpings of Classic comms before the 
entire etlier-based 8-bit scene evaporates. Determined to offer 
a board alined exclusively at the Classics, James acquired a 
hard drive for hJs 1 jOXE and wrote the necessary BB softwarer 
The result is the best board you'll find this side of an on -line 
LED. Absolutely the best. Ot's now called The City - OSl 331 
1610. 8nl 24 hours). 

But what's all this got to do with public domain? Well, the 
man Bastable carries a torch for all things communications 
and Atari Classic, and he's put together a compendium disk of 
good coiimis software, tips and advice, and instructions on 
how to build a home-brew RS232 Interface. The disk Is called 
The Ark Comms. 

Boot it, and you're presented with a menu front-end for the 
on-disk text files. There's a description of how to get split baud 
rates from third-party serial interfaces, details of the RS232 
interlace you can build at home, and iii3Lruetion& for the 
popular AMDDEM terminal programs [included on the disk), 
as well as an introduction explaining what the disk is all 
about. 

Accompanying the text files is a neat little 850 emulator for 
Datatarl oi^Tiers, a copy of both AMODEM4B and AMODEM7B 
terminal programs, and patches providing the P:R: Connection 
with split baud rates from machine code. Both the AMODEMs 
have been patched with Geoff McHugh's code fragment enabl¬ 
ing them to support the previously unavailabk: 1200/75 baud 
rate with any RS232 Interface, 

AMODEM4B Is somewhat primitive, featuring archaic text 
prompts, but It does provide XMODEM file transfer (albeit at a 
snail's pace ASCII text capture and four baud rates: 300, 
600, 1200, and 1200/75. It's written in BASIC, which is no 
bad thing when skilfully used (The City is uTltten in BASIC), 
but in this incamatiori, is just a litUc slow Ibr comibrL. 
AMODEM7B is a much belter bet. The program offers an 
excellent menu-based front-end, and heaps of on-line sophisti¬ 
cation in the form of macros, menus and on-line help. If s a 
pleasure to use. 

As well as the terminal software, there are the blueprints for 
building an RS232, although not exaetl>' uTitten with the 
electronics novice in mind, the device works like a dream. 
Watch out for a feature in NAU detailing the project soon. 

All in all. The Ark Comms is a perfect introduction to Classic 
communications, and provides eveiy^thing except the modem 
for geitlng on line.- 


HOW TO GET THEM! 


Alt cf the feBtured M the cotumn ere from the 

Rage 6 PD Utreryr Etc/t hes e unique re^mtee code as a 
wefi OS e eftednet mme, but Wa the refermce code you should 
use whm ordering or mehtng engufrim. Contect Page & ft you 
don*t have e copy of tbs FD cmelogue or Accessory Shop 
leef^etSi or to check system regufrements for the programs. The 
disks referred to frt this coiumn ere: 

Dm #57 - ML A^JiONf (DstSCdc} 

Disk ms - THE FINAL FRONTIBR (Alfen Ambushf 
Dm #T45 - MONOPOLY 
DS 019 - THE ARK COMMS 

Prices are £2SS per dm, or £2,50 each for ten or more 
Orefer from Page ft PO Box 54^ StaffordSTt6 IDR, Tefephom 
Q765 21392B. FAM 0785 54355. (Credit card orders accepted) 


New Atori Usbt - Issue 56 


31 












Reviews 



given the once over by Paul Rixon 


squares but if you wish you can try' an exceedingly tricky &4 
or a highly optimistic 100. Changing the grid size always 
restores the picture to Its Initial state, unlike the Start key 
which scrambles the squares by 128 moves with every 
press! 

Tliere are seventeen ready-made pictures on the disk for 
you to load into the puzzle. Some are compressed Micro- 
illuatrator files whilst others are stored in the standard 
Mlcropainter format. If you have these utilities (or others 
such as Atari Artist and its PD eqiiwalents), you can easily 
load in your own artistic creations, Puzzler can handle GTLA 
pictures (the Select key toggles between graphics modes 9, 
10 and 11) as well as those in the moie common Jbmiats 
mentioned above. In case you should want to fiddle with Lhc 
colour registers, this function is also piiovldedT 
It'S not easy to get enthusiastic abou t such an age-old 
game concept, but this vension is probably among the better 
examples of it type. If the geiiiJjne plastic articles are any¬ 
thing to judge by, the puzzle should certainly keep younger 
players occupied for more than a minute or two. Since you 
can import your own computer artwork, in theory it’s possi- 
ble to create an inrmlte variety of new challenges, 
nfinvariety of new challenges. 


I PUZZLER 

Who remembers those sliding tile picture puzzles 
they always used to give away at the fair? Well, 

Antic’s PUZZLKR is a combination of a classic tile puzzle 
plus a neat demonstTatlon of what you can do with an Atari 
GTIA graphics chip. Don’t turn the page yet though, as this 
one seems to excel where similar conversions have been 
lacking. 

Of course the basic aim is to rearrange the pieces of a 
picture that's been scrambled into a rather unsightly mess, 
so that the original image is restored to its former gloiy, Vou 
can achieve this by pushing t he joystick to manoeuvre tiles 
up. down and sideways into the one available gap. It may 
feel a bit strange at llrst but you'll soon get used to the 
logic. There’s a clock at the base of the screen lo keep you 
on your toes, though It seems that you can battle on for as 
long as you like to complete the puzzle. 

The Option key provides varying levels of dlfliculty by 
altering llie number of squares the plrtura is divided Into. 
The standard setting Is a reasiinably manageable grid of 32 


MEMOREASE+ 

No matter what the subject - day of the week, time of 
the appointment or name of the person introduced at 
the party - we all acenri to forget things witli unfortunate 
regularity. Could it be due to tiredness, lack of interest^ or 
just human nature? If the author's elainis are coTrect, 
MEMOREASE Is the key to forgetting your memoiy prob¬ 
lems forever^ 

The. program Is based on the 'gradual recair theory 
pioneered by a professor from the Universtty of Mas¬ 
sachusetts. It aims to develop the voice-ear-brain connec¬ 
tion that boosts learning and retenLion over several stages 
of partial recollection- To illustrate the principal, you might 
begin to TTiemorise a poem by reading the te?rt out loud. 
Certain letters would then be removed from the script (If 
might look odd, but you could still guess most of lhc words) 
and you’d be asked to repeat the recital. The process of 
erasing letters would continue until eventually you were 
able to remember the entire poem without reference to the 
text, This method of leamlng is apparently more enbetive 
than just reading the subject matter over and over, since 
with each repetition you are unknowingly forced to retain 


more of the information . 

By now the basic functions of Memorcase will be fairly 
obvious. The program acts as the script in the example 
above and enables you to alter certain parameters to match 
your pace of learning. It operates in several modes: Full- 
Page mode allows you to memorise speeches, poems, facts 
and prose of all kinds whilst Split-Page mode invites you to 
learn vocabulary, definitions, comparative language state¬ 
ments and suchlike. The ineremental removal of letters is 
controlled entirely by the user, who can also peek at the 
underlying text If stuck on a particular word. Split-Page 
Quiz mode is an electronic flash-card technique that lets 
you revlcv^' information in vamLoiis ways. Vou can blank 
either the upper or lower screen portions, guess the 
answers and score the result. A simple editor is provided ^so 
you can enter up to twenty pages of lull or split-screen text 
for use in the other exercises. Meanwhile, the screen colour 
can be adjusled lo suit your persiinal preference. 

Memurease is very professionally presented. The disk- 
based documentation is guaranteed-Lo exhaust your sup¬ 
plies of listing pa per if you decide to piint It out. but it’s 
well worth the read. Now what was that witty ending com¬ 
ment I had lined up?... 
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PROGRAMS REVIEWED 

^ PUZZLER Published by 

✓ MEMOREASE+ ANTIC Software 
|/ SPEEDREAD-P Price - £5 each 

✓ WEAKON ®"*’' 

Available from Gralin International 


SPEEDREAD+ 

AnUc cl^m this software wlU teach you to read 
faster than ever before! 

Why should you want to read fast? llie manuai explains 
ttiat speed reading Is a 'wonderfully rewarding' experience. 
TCs less tiring, expands coniprehenslon and saves time. The 
fast reader Is able to concentrate on thought streams and 
ideas, rather than words and syllables, so reading is mui:h 
more enjoyable. But aren't moal people good at reading"?^ 
Well, it seems not! The Tead aloud' method of teaching 
children basic skills leads to bad habits which are hard to 
shake oil. 'Vocalizing' Is the habit of moving your lips, 
tongue or throat muscles when you read - this way you 
progress no faster Qian speaking aloud. Sub-Vocalising' 
means pronouncing words in your mind as you read tliem, 
again causing a slow rate of progress, (ypists, proof-readers 
and computer programmers arc particularly afflicted! Other 
common faults are 'Regressing’ (re-reading phrases and 
Jumping betwreen dllTercnt places on a page) and '[^x>r 
Peripheral Vision’ - the Inability to comprehend se^-eral 
words without focusing scparalely on each. SPEEDKEAD Is 
intended to help you overcome these problems. 


Normally an insLrumeiil called a tachlstoscope Is used to 
Improve reading speed. It works by flashing up wurda and 
phrases so Ltiat die eye wlU Instantly recognise them. 
Speedread relies on a similar principaL and its basic opera¬ 
tion is veiy simple. After the program has loaded there are 
six steps to setting up an exercise. First you choose an 
appropriate text file for reading practice - three stories are 
Included though you can use any ASCII files of about 5K in 
length (longer text can be chained together o\^er several 
flies). Next you select Qie screen colour, Qie Type of opera¬ 
tion - either single, double, random nr column phrase mode 
- and the phrase width from S to 36 characters. Finally you 
specify the flash rate and start the whole thing running. 
The program displays Qie words of Qie chosen passage, in 
the format of the cutrent display mode and at the speed set 
by you (you can use the ju^^atick to make further adjust¬ 
ments). By following the tutorials contained In the docume¬ 
ntation, you should gradually iiiiprove your skills. 

Speedread contains many more options than those de¬ 
scribed above. The superb quality of the documentation 
suggests tlie aistlior has a sound knowledge of the subject. 
This inspires my conildence in the ability of the package to 
fulfil Its stated objective. 



WEAKON 

If you w^ere employed as a aub-atomic particle physi¬ 
cist during the early 1980s, you should know all 
about the searcrh for the elusive Weakons! Weakens are, 
apparenUy, massive elementaiy particles thought to be the 
carriers of a weak nuclear force and Qiey belong to a gi oup 
known as intermediate vector bosons. Their very presence 
would substantiate the 'clccLroweak’ theory, a vital link in 
Qie chain towards the grand unification of all nature's 
forces. As you migfit well have guessed I haven’t a clue 
what this Is all about but if anyone's got the latest develop¬ 
ments. please DONT write In and let us know!! 

WEAKON - the game - Is said to have been inspired by the 
scientific theories mentioned above. However, despite the 
impressive explanation It turns out to be a fairly rudime- 
nlary shoot 'em up - the objecQve Is simply to capture as 
many Weakons as possible and deliver them to a power 
generator. Obviously there are lots of nasty things out to get 
you - mesons, gamma photons and ionizing radiation 
clouds are all fatal if you collide with them, ITiese danger¬ 


ous part-irles generally begin life at the right hand side of 
the screen and zoom across to the left Commanding your 
tiny spaceship you must either dodge them or destroy them 
with laser fire. Mesons are particularly difficult to avoid, as 
theyTe attnictcd to your eraft and are capable of doubling 
back to attack from the opposite direction. 

Ti^t^entually a Weakon appears and while you continue to 
fend off the aggressive forces, you should dock to gain a 
valuable points bonus. Only trouble IS, Qie Weaken In¬ 
creases your accelerator energy so the whole game starts to 
get faster! There are ten Ic^^els in all although you’ll need to 
be good If you're going to survive them all. You earn points 
for the suc.'ccssful dcstruelion of each alien particle, so In 
the early stages It’s probably best to ignore Qie Weakons 
and build up a score Qiat will gain you the necessary 
resejv^e of extra lives. 

I'm afraid I've got lo conclude With the opinion that 
Weakon is somewhat aptly named - as a shoot 'em up, it's 
rather a weak attempt. To be fair It’s a very old game and 
was probahly above average quality for its time. The 
graphics and sound reflect its year of release, and I feel I 
can't recommend it - especially at the quoted asking price. 


















XL/XE REVIEW 


PONDERING 

ABOUT MAX’S 


Ed Hall checks out a 
quirky, somewhat diffe¬ 
rent and brand new game 
from the USA 

JusL bdbre the demise of ANTIC magazine, [ noticed a couple 
of ads for a new game. They were small, black-and-white Jobs 
from some hitherto unknown company Inciting me to send 
them S22.95, Yawn. 

But wait a minute ... there was something odd aboitt these 
ads. There were no boxes filled with squiiity text, and no 
crazed stew of idiotic fonts. Obviously this was not the %vork of 
some goolball high on DTP. By god. tfie conclusion w^s unmis¬ 
takable. These ads had originality. 

Thus began my acquain tance with one of the quirkiest pieces 
of softw^are I have ever encountered. Even the names are loopy. 
"Change In Heat' is the company, and "Pondering About 
Max’s" is the gbme. Except Its not one game but three - plus a 
demo - all crowded onto a single disk. The games are entitled 
The Dream, P.A.M., and Bar Room Brawl. Can you guess what 
P,A.M. Stands for? 


FIGURING OUT MAX 

The game comes in a ainalJ folder resembling a record album, 
The simllarUy is not coincidental; inside you U find a photo of a 
record, and musical credits to pop star Howard Jones, whose 
tunes are featured in the game. Open the folder and you’ll 
disco^'er a booklet of "liner notes,"' They Include instructions, 
and a mock article about a sporting contest which sets the 
game's premise. The prose is so Inflated and saHrical that you 
won't make much sense of it at first, but embedded In ft are 
clues and references to the three games that make up Ponder¬ 
ing About Max’s. 

Now, Just peeking out from behind the booklet Is a tab. Give it 
a pull and out pops an envelope from a hidden pocket. Inside 
the envelope is a disk which is not your standard square of 
black plastic. It sports a custom jacket made of cardboard with 
graphics OH one side and game credits on the other. The 
overused word "unique” comes to mind, but for once It Is 
enbrely appropriate; there is no other disk for Atari computers 
like this one, 

I was so intrigued by this elaborate packaging that T just had 
to write the company. From them, I learned that the entire 


package was assembled by hand at a university typography 
lab. According to game designer Mark Peters, IfiJs infatuation 
with details arose from ’"the desire to create a package that, 
together with the game, would bec:ome a work of art with 
lasting appeal...” 

Consequently, no surface has been left untouched. The pull- 
tab, the envelope, the disk jacket, e\'erythlng has been enlisted 
to rcfleet some aspect of the game. After a while it becomes 
clear that the package itscil is part of the game. 


BOOTING AN ART OBJECT 

On side one we have The Dream and P.A.M., two similar 
platform games with excellent graphics. The screens are 
bright, attractive, and embellished with many humorotis 
touches. "Vou can get a peak at them by waiting until the demo 
routines kick in. Altogether, 12 are shown; there may be more. 
On side two the graphics and the gameplay are completely 
different, and we're back to quirky. Bar Room Brawl olTers you 
the chance to be a Burt Reynolds clone, 'I'a.ngle with "bearded 
stuntman" in a number of bars. Throw bottles, break chairs, 
smash TV sets. Whoopee! 

In Finis, the most original part of Pondering About Max's, 
you’ll choose a song on the Jukebox and look for a dance 
partner. Wait a minute! Isn’t that the gorgeous Barb Vidal 
waiting to congratulate the winner of these contests? 
barb Vidal? 

Yes, Pondering About Max’s does have a story line of sorts, 
and Finis, a short routine which employs an amusing cinema¬ 
tic Icehnlqtie. Is an attempt to wrap things up. 


I KNOW IT S ART, BUT... 

Despite rny obvious liking for It, Pondeilng About Max's Is not 
perfect. The gameplay is very lougfi - perhaps too lougti - 
^^spceially In The Dream and P.A.M, The graphics are good but 
not state-of-the-art. The sparse sound effects and snippets of 
music are adequate, but not exceptional. On the other hand, 
there are many fine artistic and humorous touches you'll not 
find in other S-bit games. 

The real beauty of FV>ndering About Max’s (argues Mark Pe¬ 
ters) is "in the tiny details that can only be discovered alter 
months of play - I mean this literally. From personal experi¬ 
ence I have found that it's possible to come back to the game 
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STOP! 


NEW 
GAMES 
FOR 

. YOUR 
XL/XE 

The lack of new 
Software is over! 
KE-SOFT brings you 
what you never 
dreamt of! 

Seach for the golden eggs with DONALD, 
kill your mird with ZAOOR II, 
rip your joystick with TECNO NINJA. 

All games complete with english instructions! 

Write for free pricelist! 

EM Franken3tr.24,6457 MaintaJ 4 
Germany, Fax. +49 6191 83436 





MEGA MAGAZINE 


✓ THE magazine FOff Atafl 8-bi! fanatics and sr Atari e-bit fanaticsf 

i/ Articles form people all over Europe (Holland, Sweden, Turkey, 
Germany and Norway] 

i/ International magazine, writteti In imclerstandable English 

✓ Each issue contains about 150K text {over 90 pages when printed!) 

✓ Double side disk (issue #2 - #4 copy protected) 

Editor;Publishers Frankenstein (of High-Tech Teem;BIG Demo} 

ARTICLES- Game hinta-'lips. using NMr&, LZW compression, TOP 
demo reviews, High-Tech Team sEory, 3D veclof graphics, LVNX 
articles, Advenlures of the High-Tech Team in Poland. 

SIDE TWO: Caves for Bouderdash ConstrLioiion Kit (6CK needed} 

isSUG 

ARTICLES: H legal Opcodes^ Extra colour editor, LVNX articles. Hard- 
warians, XL'XE in stereo. COM Tool v1.0 and more... 

SIDE TWO: filled with PD and Shareware 

i^&u& 

ARTICLES: XU’XE in stereo pal 11, LZW compression part II Atari 
news, Expo demo assembly soproe,, (echnicaf drive info and u&ua! 
MegaZine articles. SIDE TWO: Filled wiih PD (o the last sector! 

tssu& 

This issue will bo released somewhere around May/June 


E(^^toria^ address: 
Mega Miagezine 
P.O. Box 164 
e@00 AD Franeker 
hiolland 


DistribiilOrs address: 
A. N.G. Software 
Puttershoekseslraal 63a 
3ti4 Pk Schiedam 
Holland 


NOTE: Issues can only be ordered from A.N.G, Software! Only write to 
Mega Magazine if you have something to publish 


PAYMENT: Send a EUROCHEQUE (In Dutch Guilders} or CASH 
{English pounds). Single issues t1JD.;£3 (gulldersi'pounds}. 
Issues 1,2,3 and 4 - fL 32.90;£10 (guitders'pounds]. These 
prices Include postage and packaging 

WARNSNQ: Som# Sfitdes i:^n7a;!n 'bad' frr a /rfer?^fy sense 



If you want to get quirky, write to: 


Change In Heat 
12 Bellavista Place 
Iowa City, lA 
USA 52245 

Jbr your copy qf Pondering About Max^s. 
Enclose an International Money Order (see 
prices right? or dollar bills - a lot more risky 
but a lot cheaper, ask your bank! 


months laLer and find completely new ways of advancing, and 
uncover animated routines never seen before (or in my case 
routines f had forgotten having programmed,) The symbols and 
themes behind the trilogy also reveal ihemsefves with time - 
clues are woven into the protagonists’ dreams and the packag¬ 
ing itself. The lyrics to the Howard Jones songs chosen also 
shed light 

Pondering About Max's doesn't come from a big company. It's 
the sort of oUbeat product tbial could only come from a small 
operation, one that could take the time to allow its artistic 
vision to Inelude not Just the programs themselves, but also 
the packaging and the advertising. Yet it s not an amateurish 
product: it's a professionally executed piece of software right 
down to the loading screens. It's the sort of game that could 
achie\'e a cult status. 


GET gUIRKY 

The unexpected demand for Pondering About Max’s has out¬ 
stripped the production capacity of Change In Heat. They are 
now offering a plain vanilla version [unlabellcd disk plus In- 
sLnietion booklet) for $12.95. They still have a limited number 
with the original packaging, priced at $22.95. A $10 refund 
will be sent to those who order the fancy version after theyVe 
rtin out. There are no additional charges for postage and 
handling, even for overseas orders. 
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TAlESOfADVENTURE 

ENCHANTER 


B efore you a tail playing Enchanter you will need 
to change your adventuring ego’s Image, No lon¬ 
ger is It to be bedraggled and frightened, with a 
sword and rusty lantern, wearing ndd bits of 
armour and tiying to carry an ill-assorted pile oJ 
junk and valuables. Now It Is to become an Enchanter - albeit 
a very lowly and inexperienced novice, but still a iriagioian with 
the ability to cast spells to bend objects, cither animate or 
Inanimate, to its will. 

So abandon the sw^ord and lantern and pick up yotir personal 
spell book. Give yourself a long flowing robe decorated with 
astrologieal signs and mystic runes. A long, grey, pointed 
beard is a rnust along with fahly long grey hair and you should 
don a tall pointed magicians hat or if you prefer a deeply 
hooded cowl 

You are no longer bedraggled but still apprehensive of what 
lies in wait for you and of course still trying Lo carry ifiat 
ill-assorted pile of those might-eomc-in-useful objects. Instead 
of trying to kill anything that moves your intention now Is to 
zap It with a spell. Unforiunalely, you arc either one of the 
latest intake of no\rices or you have not been very diligent in 
you sLudieSn as you have only four w^eak spells written into 
your book arid only one of these have you managed to commit 
fully Lo memoiy. Tills seems to suit the purpose of your elders 
as they deliberately send you, because of your weakness and 
iriCAperlence, against the mighty, all-powerful and deJinitely 
evil Warlock, Krill. And so Enchanter begins, at an anxious 
and worried meeting of Lhc Circle of Enchanters, 


There has been a dissolution and weakening of tlie powers of 
the Circle and they feel it is attributable to the warlock Krill 
Belboz, the leader of Ltie eircleH reveals an ancient document 
wfiieh portends evil days much like these. It advises that to 
send a powerful Enchanter against Krill would be disastrous. 
What Is needed Is a novice Enchanter with only a few simple 
spells In Ills book, one that Krill would disregard as being of no 
consequence, 

Y ou are summoned by Belboz who then gives you your 
quest - Lo seek out the evil warlock Krill explore the 
casUe he lias overthrown and learn his secrets and 
finaLly to destroy his vast e\1l The circle then rises and intones 
a richly woven spell There is a surge of power and yiju are 
sent. 

You find yourself at a fork in the road aL dawn, the road splits 
to circle the base of the Ijonely Mountain to the cast. With 
nothing but your spell book under your ami, you start to 
explore around the base of the mountain. You find the basic 
requirements needed to satisly hunger and thirst and a bat¬ 
tered and useless lantern if you MUST cany one. An old crone 
you meet in the abandoned village gives you the first of the 
many spell scrolls you must discover if you are to suecessfully 
complete your quest. 

Now you are ready to enter the castle, as you pass through 
the gate you feel your mind being probed and then discarded 
as uninteresting - perhaps the Circles decision to send a 
novice Enchanter was a wise one after all During your explore 

atlon around the seemingly 
deserted easlle you find, at 
the top of the north western 
tower, a beautifully jewelled 
ornamental egg which con¬ 
tains a spell scroll, but 
whichever way you open It. 
the mechanism in the egg 
shreds the scroll into tin- 
readable scraps of paper. 
You find a long hall of mir¬ 
rors which somehow do not 
refiecl the contents ot Qic 
room but show another 
world ol‘ vast underground 
labyrinths. Ckcaslonally a 
shadow of yotir former self 
wUl ap|>ear, clutching an 
elfln sw^ord and a lantern, 
looking hopelessly lost and 
continuously examining a 
map. Continue east to the 
North Gate, in tfie forest 
beyond this gate you 11 find 
sometliing you can zap. 

East from the gate and 
you'll arrive at the most 
heavily guarded door in the 
world of adventuring. It has 
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evcr^^lhiiig, flame throwing gargoyles, ftve headed monsLcrs, 
uncountable locks and Lhains, you name it and it seems to be 
there - coniplel.e lAiLh a floating sign saying "don't bother’ - so 
yoti know that somehow, yotrll have to get that door o|>en. 
Disheartened, you go back to the North Gate and tlien south 
into the Library . Here you sense danger appruaelilng In the 
foiTn of heavy Ibotlalls so you daren't linger. The Llbrarj^ has 
been ransacked and destroyed hut you have Just enough tame 
to grab the one siii^l.vtng book and tiot-foot It to safety. The 
book has been partially destroyed but you can still read two 
chapters which pro^^e to be %^eiy^ Interesting. As you cannot go 
further south, retrace your steps back to the main gate and 
from there go south to the south western tower. Climb the 
stairs to tlie bedrcHjm and if you are feeling tired, sleep in the 
conifortable bed. Your dreams are worth noting as they may 
lead you to further discoverieSr 

he following morning finds you wandering througti the 
portrait gallery, where all the paintings eyes seem to 
follow you as you pass. It may be worth while dousing 
your light for a while. Morth from the south hall, in a closet. Is 
a large Jewelled box whic]:i is intricately and magically tied with 
a thill ro!>e. It has too many knots to untie and your spelts are 
too weak against its magic - what you could do with Is a sharp 
knlfe. 

Degccnd the damp stairs from the south hall and you discover 
the dungeons. One of the cells must have held a relative of the 
Count of Monte Crlsto as he obviously had the same idea of 
escape. One of the walks in the dungeon ts cnjmbling and has 
rcrt'calcd a dark passage dcacending to a complex called the 
translucent rooms, these arc referred to in one of Lhc legends 
in the dusty bonk. Tl looks at first to be a ma^cc, but it Isn't, and 
there is even a map of it lying around somewhere if you can 
find It, 

If, by nt)w, you have blundered into die temple, you will know 
that there is a fate worse than death waiting for you in there. 
Yes - yon become a sacrtfirial lietim, a dark robed figure 
plunges a sacrificial dagger into your chest as you lie prune on 
the altar. Diit If you can find a way to survive the sacrifiee then 
the dagger may be sharp criougli to solve the problem of the 
box. Inside the box is a spell which vA\\ allow you to wander 
around the castle at your leisure, unhindered by patrolling 
gu^ds- ^rhis will allow you to investigate tlie library more 
thoroughly and the area to the s^julh of it. 

E ast from the galJeiy is the Soutli Gate, which opens 
onto a beach. Climb the stairs up the tower to the 
engine room. The machiiie In here bears a resemblance 
to Uie other legend in the dusty book and yon can also see 
something interesting in the room at the other side of the 
machine. You c:aii dodge the machine in get in tliere but you 
cannot get. bark. You need help, something that comes com^ 
plete wllh its own armour. It Is normally very slow moving but 
with a bit of zapping. It can be made to fairly zip along. 

Now you'll need to tackle THAT door, but not on your own, as 
you 11 ag^iii need help, this time Ironi an expert door opener 
who is also a bit of an adventurer. You should have the rneatts 
to bring him to your side of the mirrors but don't forget that 
Qiis experience will give Lfie poor chap a terrible fright. Once 
you have caimed him down, he will then cast an acquisitive 
eye over your possessions. Lead him to the guarded door and 
ask him to open it. Clever tlilnking that - let him get skewered 
and burnt and bitlen and stabbed - why not? 

If the adventurer becomes too much of a nuisance after he 
has helped you then yon could always turn him into a frog, but 
that docs seem a hit ungrateful. 

Behind the door is the meaiis to solve the puzzle of the 
translucent rooms, but beware, to fail means the end of eveiy ■ 
thing as you know it. To successfully soh-e fliis puzzle will give 
you the power to defeat Krill, 


The Terror and the scroll of power are trapped tnge[her in tfie 
translucent rooms, the map and the pencil are the meaiia to 
open a way to the scroll but this also opens an escape route for 
Uie Tenor, and it rushes for freedom. Yon must not let it 
escape, but once you block Its exit it will rush back to the 
scroll and destroy you. TJie trick Is to lei the Terror run for 
freedom long enough for you to get the scroll and then block 
the exit. Then, before It can get back to Lbie scroll, trap It in 
another translucent room. All you have to do then ts to get out 
of there yourself. 

This done, you should have enough magic spells of suffieierit 
sirengtli to dispel the magie of the winding stair, penetrate 
Krills workshop and to defeat Krill Ui a desperate duel of magic 
and sorcery. 

he Circle are delighted with your auecess and reward 
you witfi a full and paid up membership of the Circle of 
Enchanters. Now you have sert^cd your apprenticeship 
and are a full blooded Sorcerer, which brings us to our ne.xt 
adventure.. 

by 

Linda Naysmith 
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Away from the keyboard 


WHERE ARE THEY NOW? 

IS THERE ANYBODY STILL THERE? 


W ell, I llnally got back into pTlnl agsiin after all this 

Ume. [ was quite pleased ’Alth the article, and the old 
adage about a problem ssharcd scores again. 1 Just 
wonder how many readers can say "Hey, that's what happened 
to me". Unfortunately many wlU have reachc?d the point where 
they will not be reading the magazine any more, or will they? 

In fact, where are all the old names, are they still with us? 

With this thought in mind, i decided to restore data from my 
archives: a technical term for remlnisring. Actually, what 
prompted this article was the fact that I spotted two names 
that brought back memories, and when 1 checked up, J found 
that they had written to me in the dim and distant past. But 
first I must digress lo say a few words to a friend. "Hi Michael, 
wish your dad a speedy recoveiy and teU him not U> take any 
stick from a certain member of the PAF team!'' 

Back to business. You may have read an article from Ann 
O'Drlsroll last Issue and several issues bclbre that. Could It 
really have been as long ago as [>ecember 1988 that Ann wrote 
to me i'rom Rahenny to say she had recently bought a 130XE 
and would like some help? If so, are you still playing 'Doggies' 
and 'Haunted', Ann? 


SOME ARE NOW FAMOUS! 

F^J. from Shetlbrd must be the. same Paul Rlxon, now famed 
software re^rlewer, who as far back as 1985 wrote software 
ire views for the late lamented BAUD magazine, edited by 
Frankie Smyth (with Eissistance from my printer and my sell). 
Ah^ halcyon days; eh, Paul? [ also found a letter dated "1983 
from some guy called EUlngham and one from our antipodean 
friend Garry Francis Iremember him?]. 1 think the most letters 
though came from Stan Fallal kp (hi SLanJ elosely followed by 
'Mitch' Mltchuin of Sollhiilh 

U'bilc perusing these missives some questions came to mind. 
Is Dave Hitchens from Stalminc the same David w-ho wrote 
Ballbender? Is Steven Wilds from Mallorca still running 
ANGLO? Is Jacqueline Wilkinson. B.A. (Hons) still using an 
ATARI in her business? WTtatever happened to ClifT Wlnshlp 
since he mo^x^d house? 


YOU COULD BE NEXT 

Looking through the rest of my correspondence T atop to 
wonder; Is Cherrys Boulain still faUlng into black holes? Do 
Paul and Lucia Clark from Italy still use that iascinatlng, hand 
made, writing paper? Did Joe Debney ever contact Belfast 
ambulance control? Did William Benbow (and Arthur Morrisl 
ever wTiie another book {we have a pub here named after your 
ancestor)? Is David Gatcum, a reader from way back to issue 
i, reading this Issue? 

I could go on at length about the correspondence T have had 
over the years, the people I have met at the computer shows 
and In shops, but I will just mention one person that sums it 


i^Toto that the spark ts back^ 
Mark Hutchinson discovers 
some oldfriends as he looks 
through long forgotten 
correspondence 


all up. I Will call this person 'X' and tell you the tale of 
someone, not really all that long ago, who bought a computer. 
But first, another digression. I would dearly have loved to 
answer every letter sent to me but two things stopped me. One: 
some of the letters never arrived, '["wo; I have always stated 
that those with an SAE would be answered as promptly and as 
fully as I could: for tlie rest, a lot (but not ail) of the letters 
would be answered throvjgh the magazine. AnjTvay, ever 
onward. 


HEY, THIS LOOKS INTERESTING 

'X? was Just a normal person who watched TV, worked (or 
didn't as the case may be) and had some spare tbne. As 
computers become much talked about, 'X' thought,"’) would 
like to try my hand at compuling, surely It cannot be all that 
hard?”. Well, before you could remember who Nolan Bush was, 
'X' had a computer and was as happy as a pig in whatever 
makes a pig happy: connecting ti.p cables here, tapping keys 
there and generally inhaling the aroma of new plastic slowly 
warming up. Ah, nostalgia (snifl). 

Some days later the frustration started to niggle In the back of 
the mind: 'Why can 1 not make up a screen like that? I would 
like to write a little maths package but how can I handle 
input? What sort of a program Is this with only numbers? ". "X 
had now found out what many of us had suffered in the early 
days - lack of infonnatlon. But help was at hand in the form of 
PAGE 6' (1 am now showing my age). This was a magazine not 
put together by staff writers. All those people w'ho wrote an 
article were true ATARI enthusiasts and, in the early days, did 
not even get paid! How’s that for dedication? 

'X' tentatively picked up pen and paper and hesitatingiy 
scribbled the question that had baffled the might^^ down the 
ages, "Just what is DOS?". Running down to the postbox, the 
letter was despatched before the shaking hands could turn 
traitor and stuff It back Into the pocket. Ah, the days of 
expeclauon that followed. Who wants to know the secret of 
Life, the Universe and thing when, so soon now, the 
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Tifia|;fc of DOS may unfold? 

Suddenly. wilh nnnie of a bang fhaii a whimper (the magazine 
was thicker In tboac days) the answer arrived. ‘X’ ripped the 
wrapping apart [say that after six pints) and hastily read the 
magazine from cover to cover. Yes, no, YES! Tticre was the 
answer. Quickly sitting down, as the room began to spin. ‘X’ 
read and re-read what was printed there. After staring into 
space for a while, X' dropped the magazine Jn an undlgnilicd 
heap and dazedly wandered out of the room muttering, "OK, so 
DOS Is easy, but what about all those ndiculnus numbers on 
page 24? flow can that be a super duper shoot-ern-up?'. 


I KNOW HOW TO DO THAT 


Once more, this Mnie with confldenee, 'X' pulled out the pen 
and paper. Next issue ‘X’ was to find that, having opened up 
the floodgates^ the magazine was inundated with questioning 
letters. Strangely enough, X' knew the answers to several of 
the queries. "Huh," 'X' stafed out loud (hastily looking round to 
see if anyone had overheard), '1 could write a small program 
that would explain that so a mnnk-ey covild uuderstaiid ", A 
couple more Issues and that is exactly what X’ did, thinking 
all the time that something so simple would be obvious to 
everyone. Imagine the surprise when, next Issue, the article 
was printed and X' liad to run round the countryside showing 
everyone the magazine. Hurray, what famel what fortune! 

(wrhat fortune?). 


THE MYSTERY IS REVEALED 


In all good thnllers the last paragraph is kept for the sole 
purpose of revealing whodunnit, but this is an exception as 
this Is not the last paragraph. Want to know the name? It Is 
written on the cover sheet that came with this magazine. Oh, 
all right. 1 can wait until you drag it, forloni and wrinkled, out 
of the dustbin. 

You may not believe this, but that w^as a true story; or rather. 
It could be. The only thhig that slops YOU being the hero of my 
tale is YOU. Write the letter, review the software ^ explain Lhe 
mysteries in an artiele. So what if you do not get all the 
spelling right? That is why the Editor is employed. This maga¬ 
zine has always relied on its readers sending in articles. Did 
you think that Les Ellingham, Ann O’Driscoll or all the others 
were bom with the know^ledge? We had to slave over a hot 
computer into the small hours reading articles and saying 
"What if \ tried to do this?"’. 

Tills magazine is the best thing that ATARr people have. You 
read It, you know it. Help your fellow ATARI owners, share 
your knowledge, no ma tter how small. 

Editor*^ nofe / don’t know ^Mark ts./ft enough yet on his rood 
la rejoin ixs fno he hasn't been iU, hejusf tost wiU to 
cornpitle) but. it i.uou:id be nice if anyone i4;ho reicqgirtises them- 
selves here to drop hfm a iErie to sag whether they are stiil 
aroimd. You'll jffnd the address in past issues. 


The/ollouiing back issues of 
mvr ATARI [ISER are still available 


Issue 31 
Issue 32 
Issue 33 
Issue 34 
Issue 36 
Issue 37 
Issue 38 
Issue 39 
Issue 40 
Issue 41 
Issue 42 
Issue 43 


Issue 44 
Issue 45 
Issue 46 
Issue 47 
Issue 48 
Issue 49 
Issue 50 
Issue 51 
Issue 52 
Issue 53 
Issue 54 
Issue 55 


DISKS ARE AVAILABLE 
FOR ALL THESE ISSUES 


BACK ISSUES ar« £1.75 «acb in the UK (Iqc - pwt At packing. 
£2.40 far Eumpe or aujfaee mail elsewhere and £3.50 
for Air Moll dot^lde Euiepe. Prices Inelude pastage 
ISSUE BISKS Jirc for any 4Sk ar 64k 8-bit Atari 
Eaeb dJ^k la £2.95. Postage FREE In U.K. 

Overseas add £l per Drd«r (any number of disks) 

$«nd yonr order to 


PAGE 6, P.O. BOX 54, STAFFORD, STIC IDR, ElfGLAND 
ACCESS and VISA accepted. Telephone 0785 21392B 


INTERESTED IN SEAL ALE? 

WHAT DO YOU GET 
AS A MEMBER OF CAMRA N.I.? 

- Tom own qii;a]t«rly N.L newilettoi with news, details of local ovents, 
ontinfTs and niottliijs, plus "What'a Brewiiig, tbe independent monthly 
U.K. newspaper for the beer drinker 

- An Infonnatlon-packed Idembcr'^ Handbook. Ihscounts on mmiy pro- 
dnetft^ inoluding CAUM's best telliiij, annual Good Beer Guide 

- Up-to-date mformation about new beers and ^ewerlcs, takeorers, clo¬ 
sures and campaigns. Join in CAURA's local and national enmpa^ns 
and protect the price and quality of yom pint 

'Advance notice of beer festirals around the countiy and discounted 
admiaaion. Play a part in CAMRA's Great British Beer Festival^ the 
country's bi^ijest beer extraTsfenaa 

- Partkipate in onrhranch aetmtiea such as socials, beer festivals and 
brewery vidts. Help preserre the tmditiaiial p^Uc bEU and flexible 
licencing houra; stop tbo cloeurc of local premiseB. 

application rOR MEMBERSfflP TO CAMRA JTJ. 


Address 


H-l-l-l-l-l-l-l-l l hlr 


| |. ... i i i. 

N. Ireland Postcode BT..... 

Signature . 

Age 1S-25 26-35 364556-65 .... Over 65 

N, Ireland membership £5.00 - single; £7,50 - joint 

Photocopy 00 - tot (bis fcrm and send toj 

CAMRA Ltd, 34 Alma Rd„ 

St Albans, Herts., ALl 3BW 
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DISK BONUS 


DEVIL’S 

DOMAIN 

by Richard Gore 



an arcade/adventure written in compiled Turbo Basic 


You play Lhc part of Lord Kronoz, (he legendary devil hunter. It is your task Lo travel the Caves of Satan, collceLing the six 
Crucifixes, the four Jewels and the four Vases of Eternal Good. Once they have aJl been found you may enter the Hnal cavern and 
provided you have coheeted all the above artifacts you may capture the devU and make the world safe for another thousand years. 

You control your Ceivctti Explorer Lank using a joystick plugged into poll 1 of your Atari Moving the joystick left or right moves the 
tank In the corresponding direction. When you are not on a platform gi avlty will pull you downwards. You may go upwards by 
pushing the foystick upwards hut this uses large amounts of your fuel, of which you only have a limited supply- I’here are canisters 
of fuel laying around left by your predecessoTB that you may pick up to Increase your fuel supply. In order to Jump and/or travel 
upwards using small amounts of fuel you will need to use the Jump computer accessed by pressing the FIl^ button on your 
Joystick. 


WHAT YOU HAVE TO DO THE JUMP COMPUTER 


Your Esplorcr tank Ih purple with white catcrpilir-ir tracks, arid lias 
thj™ shields to protect yo\i from I hr variisus obstacles. 

Each cavern Is madf^ up of stable rock plahorms tthr main ciolcur 
stiffiiciyj and various obslaclcs s\K:h stalactites, lava pits, watcrfails 
and voleanewrs f^tc. (these are dlflcnent In colour in ihe maiu scetieiy and 
shemid easily be reco^lgcd), Yoiir lank's tracks can touch the main 
platforms hnt if thr purple Lop totichesyoi3 will lemHe uue of your 
shields, ai^d if any part of the lank loucites aiiy of the obstacles yov will 
loose a shield. ! jhjsp all your shields or run out of fuel and your gan^e is 
<wer. 

During your travels y-uu inust coUeet various a^ttfa^^lls (as detailed 
above). To do tills just touch the irons when you llnd them, A register of 
what yoti have eollRt-led will be kept In the bottom lefi corner of the 
inromialion window [below the main eaveiTi area]. Also in this area will 
be your score, fuel supply and number of shield ^ reiTiiaiuing. 

Pressing the Space Bar during ihe normal g^ie time (t-c- not when the 
Jump compuier is aetivel will activate the patise mode. Do not worry^ 
aboul ihe screen colours, this is lo prcinent ’screen bum' should the 
pause rnode be lefi active for too long. Press Spac.^ again Lo resume 
play. Preasing OPTION quits the ourrerit game. 

On reaching she final si:reei^ (you will know it when you see it] position: 
y-nur Lank Just above the armws and press ttie RETURN key and if you 
have collected all theariifactsyou will have completed Devil's Domain. 


Pres-s FIRE at any lime and the game will temporarily freeze while you 
make your choice of Jump ph^ramelers. Tlie Jump computer is a very 
Importanl aspec’E of die game and tt Is most advisable to try Lo mastei* 
liow it can be used to perform accurate, fuel efficient, Jumps, 

Fimt you must choose the power setting you wish lo use (1 9) by 
pushing the Joystick tap and down. Tlie more power the further you go 
and the mrnne fuel you use. Press Fire onc-e- yesu have selected the pow^cr 
setting. Next yoti missl c^hcjoao wheLlieryou want to Ju mp left or right., 
Simply mm-e the jo^fstlcfc in the desired dtrrcliun and press Fire once 
you have made your choice. Now you must clioosc the angle of elevaLion 
(lO-yO degrctf:a).a^in by pushing the joyslick up c^r down and pressing 
Fire once you hav'c made your selection. Classical motion laws arc not 
obiynd and die larj^er the angle of elevaiion Lhr further you will travel. 
Tills is a good way of l ravelling a long distance using wiy lililr fuel. If 
you sclecL 90 degrees you will lac propel Lt^ dira^Lly upwaid.s reg^irdlcss 
of the left/rlght selling. 

Once all Lti-e selecUoiis ha^^c been made you are given the choice of 
pertbrmlng the Jump or alxirting. Press the Space Bar to abort and 
return to the action or Fire to perform t he Jump . On pressing Fire the 
computer takes over and cionlrols the Jump according to the j^cliings 
you made. BE CAREFUL not lo use loo high values and propel yourself 
into trouble. Practice us^ing llie various settlngis before you attempt to 
cornpletc tlie iijailie. 


LOADING INSTRUCTIONS 

1) Tuni drive I and TV/IWtmiinr on and the computer off 
21 When the htjijy Hfihl has gniie off tnsert the label side up and 
clow the drive latch/door 

3) I'nm the computer on. the j^mr: will load and lun avitoTnatvcally 

4) Leave the disk Jn ihe drive while playing 

• NO't K: The XE version of the game can be loaded by pressing (he 
SELECT key while the border of the first screen is flashing. 'Tlie XE 
version eliminates the need to access the disk for every cavern. If you 
use the XI. version you must leave the disk in Drii'c 1 at all times. 


DEVIL’S DOMAIN is SONUS on this (ssue's disk 
which comes with all of the progroms fiam this issue 
ready to run. Disk suhscrihers wilt hews already re¬ 
ceived their copy but Ihe dish eon be ordered separately 
/or Just £2,95 Jnm PAGE 6, P.O. BOX 54, STAFFORD, 
STI6 IDR. Send a cheque or Postal Order or order b|f 
phone on 07S5 213928 usinjf Access, Visa or Suntch. 
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8-BIT GAMES - S-BIT GAMES - MIT CAMES 


*v 


SPINDIZZY 



T he cojiiputer mag's 

were chock full of rave 
reviews when SPEN- 
DlZZy wasi first launched. 
Eventually tlie Atari conver¬ 
sion trundled onto the market 
and all-too-prcdicLobly, its 
arrival was virtually unrepor- 
ted, Tliose wtio discovered it 
were dellglited to find ttic 
game lacked none of ttic play- 
abillty and addictiveness of 
the earlier ^^erslons. 

One day you arrive at work to 
find your employers at the 
Corporation have discrovered a 
new dimension containing a 
sLrafige artHicial world hang¬ 
ing In space. As the trainee 
assistant cartographer for un- 
knowTi wwlds you've naturally 
been allocated the prestigious 
— 

Title: SPINDIZZY 

Publisher: Electric Dreams 
Price: £9,95 (or less) 

Supplier: Various 
Format: Disk 

Reviewed by Paul Pixon 


Uisk of further exploration. 
You've been given a Geog¬ 
raphical Environmental Ke- 
connaisHance Land mapping 
Device (Gerald for shorLf) 
which initially Eiolds a radar 
map of the strange world s 
surface. Your instructions are 
to guide Gerald through the 
numcnius loc:altonvS and col¬ 
lect cnergj^ in l.he form of 
jewels, for which youl] be 
awarded additional time. Time 
is indeed tlie aJl-imporLant 
factor - If you don't move fast 
your mission Is terminated. If 
you lose or destroy your craft 
it's re-created at the last 'safe’ 
position visited, but the time 
allowance is reduced- 
1 couldn't reviev^^ Spindtzs^ 
without riicntionmg Marble 
Madness* the classic arcade 
htt on whose theme it’s based* 
I’he phnclpal talking point of 
both games Is the graphics, 
and liere we have an enor¬ 
mous quantity of three-dtmen- 
sional ‘rooms' rontainliig plat¬ 
forms, lifts, switches, Irampo- 


llnes and other urilikely obsta¬ 
cles. At any point you can tog¬ 
gle the shape of Gerald be¬ 
tween a ball-beaiing. an Inver¬ 
ted pyramid and a gyroscope - 
some Screens are easier to 
negotiate using a particular 
shape. If you desire, you can 
also change Uric colours. 
Another key press displays a 
map of the entire complex* 
showing your current position 
and the rooms that you’ve yet 
to discover. Due east of the 
starting screen is a beginners 
section that ser^^es to demons¬ 
trate some of the essential 
playing tecEiniques. The lime 
reduces more slowly here, giv¬ 


ing you a welcome chance to 
experiment. 

SpindizKV is clearly a very 
coiiipetenl prcxluelion. (^om- 
prlsing most of the ingredicnls 
that go towards making a 
classic, Tlie graphics are ex¬ 
cel lent with several nice 
touches such as the choice of 
different character shapes, 
Sound is perhaps the only 
area lacking but it's more lhan 
compensated by die addictive 
' sometimes frustrating - na¬ 
ture of the chaileiige* Tliere's 
no doubt that Spindiziy is 
another vital component of 
any respectable games collec¬ 
tion. 



ROBOTRON 


1 first it was a tech 
riological break¬ 
through. Mankind cre¬ 
ated the Robotrons - a species 
of robot so advanced they no 
longer needed their human 
creators to think and act, But 
then the Robotrnns turned on 
their masters and threatened 
to dealroy the world - or trans¬ 
form its inhabitants into 
\icious mutants! 

So goes the plot of ROBOT- 
KON 20S4. a classic shoot 'em 
up dating back to the good ol’ 
days of the early 1980s when 
the Atari 400/800 series ruled 
supreme (you couldn't expiect 


to buy one with much change 
nut of i:S00 thoughJk Wiilst 
most shoot em ups of this era 
hav^e almosl been cloned to 
oblivion, the distinctive fla¬ 
vour of Robotron has largely 
been preserv^cd. This is quite 
surprising since the game 
concept has got to be one of 
the simplest in existence. As a 
luck^^(?) human survivor of the 
Robotron onslaught. youVe 
platrcd In the centre of a large¬ 
ly blank play field. Your task 
fshoLild you choose to accept 
it. as they say) is to fend off 
the incoming hordes of batOc- 
thlrsty aliens wftli your trig- 


ger-operaied anti-robot laser 
gun. The Robotrons attack in 
waves, each containing a vari 
ety of dUTerent species. 
'Grunts' are the beastly robots 
whose prlmaiy mission is to 
wipe you out. 'Giant Brains’ 
can electrocute you on contact 
or fire cruise missiles to pin¬ 
point your exact location, 
whilst 'Sinister Spheroids' 
spavm all sorts of deadly crea¬ 
tures. Tliere arc lots of other 
nasties too. 

You begin with five lives but 
for ev-ery twenty thousand 
point.^ you earn another 
chance to persev^ere. You can 
boost your score by rescuing 
Stranded humans on your 
travels - to do this you should 
tiy and steer dear of the cen¬ 
tre screen position and con¬ 
centrate on wiping out the 
Spheroids. Watch out for the 
Giant Brains too, as they’re 
capable of re-programming 
friendly humans into hostile 


mutantsT Initially you can kick 
off on one of five difficulty 
levels and of course tlie subse¬ 
quent waves are increasingly 
more demanding. There’s a 
two player option but it's 
basically a case of passing the 
Joystick back and forth for 
alternate goes - hardly an in¬ 
novation! 

Needless to say Robotron 
2084 Is not stunning in any 
respect, especially in the 
audio visual department. 
However, its strength lies In 
the straightforw^ard theme and 
its heavily addictive nature. If 
you enjoy shoot 'em ups of any 
sort then Robotron is bound 
to be a worthwhile acquisition. 

-n 

Title: ROBOTRON 2054 

Publishar: Atari Corp, 

Pricer £12.95 (or less) 

Supplier: Vofiaus 
Formot: ROM Cartridge 

by Paul ffixon 
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FOJf SALE 


XL SYSTEM: flOOXL, 1050 wim 
leatfs. ICD PrintBr irMSflaoe, Utili- 
t)^ various magazines arX3 Diafik 
disks ElSOono. PNsne Re<3caf 
0G45 47Ga77 

XE SYSTEM: &5XE Wlh XC12 ra- 
Dorder. mulli-colour iovslKif . 21 
MEseHes and 5 cartridges. £130 
Will nol splil. T Y Cheung. 16 High 
Slreel. Gnjneth^irpe, Barnaley. S 
Yorks S7£ 7LS 

XL SYSTEM:, 80DXL. 1050 Drtve, 
1010 lap^ deck, boaka, maga- 
ZM>ss, joystick and 3 garfi-OS £!50-, 
Phone Q&2a 204B9 allor 6prfi 

MAGAZINES: Page 6 NOS 17 1o 
ao inclusive £14 plus postage. 
Traradisk. and Mini OHioe £7.50 
each plus pos^a^e. Timewise and 
Mydos. 4.3 !t:5.00 each plus post¬ 
age.. Phone 09^5 4[>12a 

IDtO CASSETTE: £30 also Won- 
tezomas Revenge. Spy vs Spy-Is- 
land Caper and New York City £3 
eacn. Midima&ler £15.. Phone 
0474 327103 aher 6pm 

XE SYSTEM: 130XE, 1050 Drive 
eKcellaPl COncWion, Manuals. 

Books, soma software. 2 lolders oF 
ATARI USER £l00 ono. Phane 
0S1 311 2307 

XL SYSTEM: ^OXL. 1050 DrNe. 
Two joysticks oomplele with 
ceybles. software disks and itionu^ 
als tl30 ono. Phona 0235 S33&56 
after 4pm 

SOOXL HARDWARE; 1050 Qisk 
□riva, lOIOtasselte deck, pad¬ 
dles. ICD Printer miedace. Actiarv. 
SpanaDOB, Alan Artist, touch tab¬ 
let. assemWer/editor. Dqs. XL. 

Otfifir ullirtjes including, Prim Shop 
plus bcoks etc., all going at Rock 
Bettom Price?. Phona Jim on 0-343 
042S&S 

XL SYSTEM: 3O0XL. 1050 Disk 
Drive. 050interface. Centronics 
printer inlarlac*, 1020 Printer. 

1010 tape deck and lots qI wfi- 
wara £250 ono. PtKjne 041 770 
4037 afler 6pm 

XL^XE SYSTEM: SOCI XL. 85XE 
COmpUler? with 1Q£S Printer. XC12 
cassetle. 1(>&0 Driva with all leads 
and cables. Alsa indudes 12 
books ^nd Utilities packages. Will 
not gpliL Buyer ffniS.1 ooHed £250- 
Phpne 0773 716250 

XE SYSTEM: 65XE and XC12„ 
Mint condilioo with lols of original 
tapa software and ^yslick. only 
£50. Phone 04$2 674905 

XE SYSTEM: 05XE with XC12 
condor. 6D0XL. All leads and 
manuals. Phona Ben on 0663 
4d2$9 

1050 DISK DRIVE: Very good 
oondiiiofi oomplele with caWos. 
manoal. PSU and ^90 worth of 
disk& ■ iricluding Mini Otfioa 2. few 
games, lols of blanks and PD. £70 
Ovno. Simon Williams. 56 Heath- 
iield, Medle^ham Heath. Ipswich. 
Suffolk SPS 7UB or phone- 0473 
619115 


MODEM: MicrolinV Dual Speed 
(120a''75 & 300..300 Baud} 

V2tJV2a Separate ST lype socket 
on near and FIS232 sookel Iffl com- 
pot&r [lead and Eoftwa^e reouiredf 
Majns powered in excellanl oondi- 
Eion and full working order 
£135. Phone Teny 06i 654 7100 

XL SYSTEM: fiQOXL. 1050 Drwe, 
Touch Tablet and Graphics SOtt- 
were . Various games including 
FB2, jayEtick. leads and manuaf^ 
all boxed iri e.kCSllent condiliun 
£120 buyer collects of poEi- 
aga. Phone Chris on 0^52 641165 
aflar epm 

MAGAZINES: Number o1 pld Atari 
Users {36 30) for sale M Hum- 
phiias. 12 Greenfield Road. Lrtile 
Sutton, Cheshire LS6 iPF 

PRINTER- Daisy Wbaal, Ricoh 
t6CK?S, Fast. Wide Carriage. Com¬ 
plete with Atari inlarlaca . £50. 

Phone <1$25 420702 

XL/XE SYSTEM: 130XE' BMXL. 
Two XCl2 t9pe dack, lOID tape 
deck (no fead] Pre 500D jOyStrCks 
Page $ nos: 34 - 65 ejtcelleni con- 
drtion. manuals, bddkjS and 0>^r 
350 games £250 ooo. No split?- M 
O'Brien. 42 ColWQdh Road. WoTlh- 
tield. B'ham B31 1QL 

XE SYSTEM: 65X8, XCl2, 1029 
Printerypioiter. All leads, cables 
and manuals supplied, £60 nno. A 
Ali. 77 Grasmere Ave., Slough. 
Barks BL2 5JE 

XL SYSTEM^ 0O9XL, IflSO drive 
with UB doubler, 1010 racardar, 
Epson PXlOO with CentroniDS in-^ 
terface, Parrptll sound digitise^. 
Touch Tablet with Atari Artist and 
3 joystick. "Witb over £300 worth 
pi iSfCiftwafe. All this iQf £360 
PhoTfi Tom on 0425 612119 

XL SYSTEM: 0OOXL. 1650 Dnw 
bailed and all cables, graphic lab¬ 
ial. [oyslick, hooks and 49 games. 
£100 buyer cdtects or peya posl- 
aga. Phone 0536 719514 

XL SYSTEM: TWO $OOXL's. 1050 
□five. XCl 1 recorder. 3 handle 
jayslick, Mags. Manuals and leads. 
Over 200 geme^ pn lapa and disk, 
all wOdh £709 will aall fnr £275 
orio 3nd dolivary passible.. Phone 
Cart on 001 §90 1927 Mon-Tbur? 
after 4pm 

609XL: Two dtib peilect. one faul¬ 
ty. twn 1050 drives., -disk 90^65 
including disks, joystick. GraliJr 
PrifTfter cable and 70 magazines for 
£200.. PtH5n*021 744 3692 

XL SYSTEM: 8O0XL, 1950 drive. 
XCl2 racnrtJer. 1020 prinlarrplat- 
lar. 050 interface. All good working 
ordair and complete with bM beads 
and power suppbes. Loads of 
games . £ie0. Phone 0272 735124 
or 605295 

mXL SYSTEM: 3Q0XL, 1610 
Tape deck 1050 Disk DvrvO Wfth 
Laser chip, 350 Interlace. Track¬ 
ball.. Touch tablet. Paddles 
icgethar with cartrkage&, taweflas 
and disks plus Full manuals. £130. 
Phone D71 504 &500 


XE SYSTEM: 130XE, 1059 Drive, 
1029 Plrinber, Trans+Ckmers. leads, 
joystick, nnanuais, Mini office plus 
other disks ■ games and blanks - 
£260 ono Also e near new oompu 
tev desk, black, with three pull cut 
shelves and paper uay. Cosi £00 
Will sell for £30 one. Phene 0223 
073079, Buyer coWacts, or could 
deliver within raascnable distance 

XL SYSTEM: GOOXL with tape 
deck, plus 1-050 disk dnve. all leads 
original bosas. joysUcK all escellanl 
condiliar* £159, Plus 09OXL with 
data reciyder and joystick in origin¬ 
al bojsffts with leads £90. Also 
Bcma software mgluded.. Phona 
0622 721097 

W6XL SYSTEM: 0OOXL witti over 
too games. Printer plcft&r. joys¬ 
tick, data recorder wilh built In 
tufbe Formal, manuals and bP0k& 
£225 one. Phone 061 339 5^41 
after 7pm 

X L SYSTEM: 0OOXL with. Phene- 
mark derla recorder all leatls ard 
sDm& ganws, aU good werking 
order £70 buyer cotects cr pays p 
&. p. Phonie Adam on 001 576 
0094 after ^m Mon-Fri 

XL SYSTEM- BOOXL Silver covers 
missing cn Start and Soled key? 
ai?o ro plastic cover on lettering 
on right cf ktsybaard. Oompgler 
works Fina. Power supply teed 
sometiines, dodgy. TV lead fine. 
Henca cniy £45 buyer collects or 
pays p & p . Pf>one Adam cn 001 
57S 0094 after 9pm Mon. ?□ Fri. 

XE BYSTEM: 13QXE, 1050 Disk 
driye, XCl 1 tape deck with cables 
and Tpuch Tabfcet. 35 deK based 
games with stcrage unit lOO prog¬ 
rams on lapa phiS. Oe Re Atari and 
m^iazmas £160 onO- Phona 
0463 04727 

TAPE DECK; XCl^ data racerder, 
66XE (not worturg) power pack. 66 
ganvos, some magazinas and 
laOXE Handbook. £109 (will sell 
separatelv). Y Habi 1170 London 
Hoad. Laighon Sea. Essex SSB 
2AFI 

XE SYSTEM: 130XE, 1050 Drive, 

2 Data recorders. TtKiCh Tablat, 
Printer Interface. Joystick and over 
too games plus serious software, 
books and magazines £110 the lot. 
Buyer to collect. Ptione 0269 
767690 after 4pm 

XE SYSTEM: 65XE. XCl2 rewr- 
de^. Gheeiah joystick plus game? 
including. Figtit Night and Pole 
Position ■cartridges £95 ono. Phona 
Ban cn 001 20® 2697 between 
5.3Ci-7.3Cft5ni 

XE SYSTEM; 9SXE. XC12 Casset¬ 
te, 2 Joysticks and aver £159 
worth of games all in parted con*- 
tton Will sell For £120 ono . Phone 
Swnen on 0734 066177 

HARDLY USED: 130XE. Tested 
but unusad, as new In bo^ £90. 
Also 000 {40K) good cundition with 
1010 r-ecorde-r £79 plw? basic car¬ 
tridge. Bcylh including p 4 p. Write: 
D Hood. 5 Messview Quadrant, 
Oardonald. Glasgow G52 2nJ or 
phone 941 602 ®9Q7 Men - Fri; 
after 9pen 


XL SYSTEM: 30DXL, 1910 Recor¬ 
der. 38 Magazines. 2 Joysticks 
and 179 ganteS. Wohh £700. bar¬ 
gain at £200. M Argent. Swallow 
Cettaga, MudfOrd, Vecyii. Some¬ 
rset BA21 5TF. Tel. 0935 550597 

INTERFACE: Atari 050 Inlertgce 
with leads. pXiwdr supply end 
manual £39 OhO or eKchenga 
WHY.. Phone 0276 29791 

XL SYSTEM: BOOXL. 1050 drive. 
Graphic tablet and iiarUidgei 
Transdislt, 25 game&. j&ysDck and 
all eablas. mauale and books £i99 
pluE p £ p. Phbhe 0536 719514 


WANTED 


MANUAL: ST Owners manual cr 
any infcrmalion on the ST or 
SF314.'^ drive for a completa 
novice. Phone 9793 676407 

1059 MANUAL; Must be in gOCN^ 
COTidition. Write to A AN. 77 Gras¬ 
mere svanuB, SIcugh, Berks SL2 
54E 

S.A.M: Has anyone go! a Dcpy on 
tap* or disk, or Mickey m the Great 
Outdoors tap&'disk arthar Icr uhdSr 
£5.. phone 94^4 013527 

PRINTER: 1029 Printer, muSi be 
in y^G or axcellant OOncMJOfi, willing 
to pay raasonable price. Write Mr. 
Sandy. 9 Renl^aw Close. Brant 
Read, Lincoln LN5 &AU- 

OLD UTILITY: Haa anyone a copy 
of the old Atari UEer Toolkit on 
tape'? Phone Mick on 091 533 
3774 

PAGE 6: Issues 35 and 42 wanted 
to oomplele c-olledirin will ej«- 
Ghange. A Thompson 135 HanAyS 
Way. St- Dials, Cwmbran. Gweni 
NP44 7HF 

WANTED: Electronics enthusiast 
requiras dead 1950 drives for 
apares and repairs. Up tb £25 paid 
inc. postage Or maybe yuu want 
one repaired? Pher>e Mark 0752 
344650 

KE SYSTEM: 130XE wlETi XF351 
drive. Reasonable pnee paid with 
cr withaul SOllware. Phone Ben 
QS6S 40269 


WANTED: Help in my Spanish Stu¬ 
dios, any lulorials or aids ch disX 
erther 0-bit or ET. Write 10 C 
Smith, 2G Preachers LahO, 8t 
Ebbs. OJcford 0X1 1HT 

LEADERBOARD: Wanted on disk 
will swap Bop n WresOe, Conan. 
Aztec. KcroniS Rftt etc. Write to A 
AN. 77 Grasme^fl Ave., Slough. 
Berks SL2 5JE 

SPARTADOS X- Cahridga wanted 
also 1060 wi|h UI5 Doubler fitted. 
Phone Peler 0203 G91302 


PEW PALS/HELP 


UTILFTIES: Chipmunk and Howfen 
Dos intermation wanted Write to 
Rcky IDB Tower, SoulhvfllB, 
Cwmbran. Gwent NP44 3Qy 

XLj'XE OWNER: Wants penpals te 
swap hints and lips writa to A Sta- 
riiaszek, 161 Ruislip Road.Grean- 
(ord, Midd*. UEG OOF Or phOOS 
001 570 0O&4 aher Spm Mon-fll 

PENPAL: Penpal *ant*d - no dek 
cr printer ewnevs. Contact Steven. 
37. Mcssdalft. Slalfs B77 4PJ 

HELP: Cart anyorte help with ih- 
StruCtons tar Kofcnia Ritt and 
N^htmares? Wriia to R Gere. 79 
SprOtbrough Rd.. Sprotbreugh. 
Doncaster DNS BBW 

DESIGNER PROGRAMS: Does 
anyone want a special uijrily or 
educaticnal program to your spepi- 
licaticn - £5 tor dlS^K, £4 for casset¬ 
te - Send sa* 10 A Thompson. 135 
Henllys Way, Si Dials. Cwmbran, 
GwOi^t NP44 7NF 

HELP; Can anyone help! I need a 
routine thaft will Kandte the multipli' 
cation el large numbers beyOrXl 
the limit □( XE Basic, which Is 10 
digits. PleasB write to B Cullen. 5 
UaplawoOd COUrl, Spnngfteld. 
Duhlih 24, Ireland 

HELP: Can someone tall me how I 
can get my 0O9XL to prim '£' sign 
from an Epson MX-100 III prinrter. 
Wole te M Adams, Cygnus, KhOll 
Way. Warden. IeIb nf Ehabp&y. 
KentME12 4PA 

USER GROUP: A hOW user group 
dadicalad Id Rambrt-TuiUo casset¬ 
te toad. For details write te D Pag. 
6 Pen Morfa. Tywyn. Wales LL36 
9BL or phone 9775 S92Q2 or 0654 
711331 


CONTACT li FREE rf charge and may be wd by any 
genuine Atari entliusUst for ccntactin£ other ovnera. Any 
notice may be included eseept those offeriii^ software only 
for sale or eschan^e or those offerinj! items for sale com- 
meicially. The Editor reserves the ri^t to omit or edit any 
notice received at his discresion. If space is ti£ht, notices 
may be shortened and addresses may be omitted with only 
teleiphone numbers bein| published. 

Send yonr CONTACT notice to CONTACT, PAGE 6, P.O, 
Box 54. Stafford, STB IDR. Please write your notice on 
a separate sheet of paper, not as part of a ietter. 


FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP 
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THE ACCESSORY SHOP 


ISSUE 56 



Still plenty of software around for your 
XUXE and plenty of items in stock in the 
Accessory Shop, All of the following are 
brand new and at considerably less than 
the original or recommended prices. 
Complete your software collection now 
before it’s too late! 


STILL AVAILABLE 


wo POPULAH ROMS BACK IN STOCK 

RIVER RAID • ONLY £3.95 
KABOOM - ONLY £2.95 

See previous issues for full descriptions 
of these great games 


BACK AGA/Nf 



ROM 

CARTRIDGE 


POLE POSITION 

The ultra-realistic gTAphlts und siounds of the 
Crrand explode into voiir living rnom in 
this eompuler version of the classic arcade hil. 
Complete a lap in qualifying time, then take on 
the Fuji raceway and cumpeting driverfs in a 
high speed race. One of the all time classics. 

Normally £12.95 

OUR PRICE £6.95 


BLUE MAX 

One of I he classics nf Atari history! lilue Max 
is set in 1915 during World War I and has you 
flying a mission [n a bi^ plane Hghter hnmber 
along a river attacking enemy planes and 
bombing bridges and the enemy^s airfields. 
Superh diagonal scrolling similar to ZaKxon 
makes this an exciting classic game+ 

Normally £14.95 

OUR PRICE £7.95 


BACK AGAIN* 



ROM 

CARTRIDGE 


BACK AGAIN! 



ROM 

CARTRIDGE 


BATTLEZONE 

Another cracking arcade conversion that set 
new ^standards. You command a tank on the 
batllcfi4;lll under attack from enemy tanks and 
flying saucers, Yuu can manoeuvre thmugli 
360 degrees as th^ enemy attacks from all 
directions. Watch your radar, turn and blast as 
the enemy approaches at li takes nerves 

of steel. One player, fi^e skill levels. 

Normally £14.95 

OUR PRICE £7.95 


ROBOTRON 2084 

the year 20Mi and youVe the nnly being left who 
can dercod humunity :ig±iinst the Robolron armies t 
Vuu\e pn In move quickly to rcs^cue I he defenc^les'^ 
humans and hLast fsi^L with your anti-mbDl laser ^un 
lit shatler the oncoming waves Hulk.^, 

Brains. Spherot-ds, £Lcctr[Kl4M and mutanl Prop. Onlv 
you can .nave the 3ast survivorsf 

Normally £12.95 

OUR PRICE £6.95 


NEW! 



ROM 

CARTRIDGE 


NEW CASSETTE BARGAINS! 





KIKSTART 

The uFtimate off-road molorbike 
scramble simuf^tor. Guide yOur rider 
carefully ovar the obstacles in this all 
aclFon simulalorfor 1 ptayer against 
die computer or 2 players against 
each other as well as the clock 


ON CUE 

Control that cue baILF Achaller^ing 
real life simulatiDn which combines 
Pool and Snooker on the same cas¬ 
sette. An absolute must For both en- 
thusiasis and beginners alike, Greatly 
addictive. 


ROCKFORD 

Ths only true afcade version of the 
classic game Bould’erdash. There are 
four levels on each of five different 
worlds 'NWh lour screens on each 
level, k all adds up to eighiy lotally 
ditlererit playing screens. INCLUDES 
FREE GA^fE - CRYSTAL RAIDER 
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... What can we say? A great darts chal- 
1^:;^ lenga. Eight opponents, digitised 
spaech, iwo player option, live joystick 
control, full malchplay scorfng. a 
sense of humour, superb playability, 
this one has it all! 


GHOSTBUSTERS 

Has anybody seer a ghost? Matter of 
fact yes they have! At this very mo¬ 
ment hundreds of ghosts are making 
thaif way io the infamous spook cen¬ 
tral. Only you can save the world Irom 
a disaster of biblical propottions. So 
go and show 'em how you do it! 



SIDEWINDER li 

It is E7 years since the final battle of 
the war with tha aliens. 27 years of 
peace have reigned in the Western 
Spiral Arm cf the Galaxy. All this is 
ahogt tc change. Step aboard your 
crall and prepare to defend mankind 
in this all action space blaat 

NiNJA 

Blasts the belt off all other martial arts 
games! Thafs all it says on the inlay! 
Someone sure reckons this is the best 
punching, kicking, ducking and diving 
game around 


These cassettes are normaliy £2.95 each but OUR 
PRICE is just £1.95 each - two hr £3.50 - any three 
for £5.00 - any 4 for £6.50 - any five for £7.50 or 
combine them with the cassettes on the inside front 
cover and get TEN CASSETTES FOR JUST £9.50! 


New Atari User - l&sue 56 
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LIMITED STOCK ITEMS 

ALL IITEIVIS ROR XL/XE ONLY 


INCLUDING NEW ITEMS NOT PREVIOUSLY USTED 

These items of software are new to us or are replacements for items previously sold out 
Some are in short supply and may not be available again. Get them while you can! 


ADVENTVRESIROLE PLAYING 


DRUID 


One of the best graphic role-pllay- 
ing adventures on fhe Atari. Your 
quest is to destroy four princes 
with spellSn magic and fighting 
DISK 

€^rigifta/ price £11^93 

OUR PRICE £3.95 


SILICON DREAMS 


Great acMi adventure from Level 
9 . Three superb edventure* with 
graphics ^ Snovwbalin Return To 
Eden and The Worm Jn Paradise 
DISK 

^rij^lnai price £I^.9S 

OUR PRICE £6.95 


JINXTER IJEWELS OF DARKNESS 


An adventure from Magnetic 
ScrolISp the team that set new 
standards in edventure design 
Requires 1PEQ or KF551 drive 
DISK 

pHcc .£JP.^S 

OUR PRICE £7.95 


Three original classics from Level 
9 - Colossal Adventure. Adven¬ 
ture Quest and Dungeon Adven¬ 
ture (the solution's in issue 53!). 
DISK 
price 

OUR PRICE £6.95 


GAUNTLET I LANCELOT 


Possibly the most famous role- 
playing game of all. Explore the 
dungeons in this original game 
from Mlndscape. 

DISK 

^>rifrinai price £19.93 

OUR PRICE £7.95 


Maybe Level 9's best adventure. 
Highly researched mnd well writ¬ 
ten, set li^ tbe times o1 King 
Arthur 

l>ISK C^H CASSE: I T K 
dfif^lnai price £1^.95 

OUR PRICE £7.95 


THE ETERNAL DAGGER! ARCH ON 


Many consider the SSI role-play¬ 
ing games to be among the bestr 
This is the follow up lo the best¬ 
sailing Wizard's Crown 
DISK 

Ori^irmi price £2^.95 

OUR PRICE £8.95 


Available again, the unique mys- 
tlosl battle set on a chess board. 
Control the squares in a battle 
between forces of light and dad^ 
I44>M 

€?ri^iritii price £I^^93 

OUR PRICE £7.95 


GAMES 


SPINDIZZY 


Well knewn and highly regardsd 
game in which the aim is to explore 
and map a 3-D wodd. Excellent 
graphics snd testing puzzles 
DISK ONLY 

f/ri^inal price £9.95 

OUR PRICE £4.95 


PAC-MAN 


Possibly the most well known of all 
computer gimes- Sflll a classic and 
still in demand 

KDM CAKI'KIDC^K 
Original pritre £12.95 

OUR PRICE £6.95 


SMASH HITS 7 I INTERNATIONAL KARATE 


Pour gteal games - CqIobsus Chs^s 
3^ Electragliden Blue Max and Alley 
Get. This sold out very pulckly lasi 
timet 

DISK 

price £i^.93 

OUR PRICE £3.95 


Atari owners waited years fer this 
and when H fineljy arrived everyone 
raved over it. Still the best karate 
game around. 

DISK 

Ori^imri price £9. 95 

OUR PRICE £4.95 


WAR GAMES 


NATO COMMANDER I DECISION IK THE DESERT 


You are commander of Halo and 
your task is to defend Europe 
from Soviet invasion. Top class 
graphieSn five scenarios 

l)l!SK 

e^riginni price £i’4^93 

OUR PRICE £5.95 


Take command at the Battle of El 
Alameln. You can lead either side 
in this accurate simulation from 
fhe creators of F-1S Strike Eagle 
LAssK J‘1 t: 

C^ri^iiicii price £i4.93 

OUR PRICE £5.95 


BATTLECRUISER I PANZER GRENADIER 


The complete simulation of World 
War I and World War II sutlece 
bettles In the Atlantic from SSI- 
Simple gniphics but detailed play 

l>ISK 

{yripinal price £19.93 

OUR PRICE £9.95 


A vyargame of German armoured 
Infantry on the Eastern Front- 
Five historical simulations, skill 
levels, loystiok control, graphics 

DISK 

iOri^iiial price £19.93 

OUR PRICE £9.95 


PRINT SHOP GRAPHICS 


V-OUr L.4Sr CIIANCK lOKrl [ifflciH] I’'KIN'I' f^ltOK 4-irB}.|ihiK;.N IJlir^ry ^iEh 1211 
^raphic^-Ulld -hi prinlcd ■out rt!r^^E>.‘'nvt' «r Itir ni-w k- 4 inK. fiNi.Y JJ/.SA' .1 .WJH' 

l^ET CUVfrillK MvihihLiif^’ Jiml iii^anv Hilbt^rrs. Ilit.'rw- itru iil] iH]|] 

4 |lialiPl> Kr-HnhiN:i>^ in the iirii^inal lin i<rlN,TliT] n-d 1'riiil Khup piiL'k. 2 L](inK. 

WK C;..\NNn t UK I" ANY MCIKK in’* I HKStl 

Original Price £12.99 

OUR PRICE £4.95 


SIMULATIONS 


FLIGHT SIMULATOR 


WE ARS HOPING TO 
HA VE SCENERY DISKS 
3, 4, 5 6 and JAPAN 
IN STOCK • PLEASE 
PHONE FOR DETAILS 


SOLO FLIGHT 


A very r>eat flight simulator, not 
as complex as F52 but still with 
the real feel of flying. Ideal to 
learn on before trying FS2 itself! 

DISK 

i'lri^inai price £1^^95 

SOLD OUT 


MIG ALLEY ACE I KENNEDY APPROACH 


An aerial combat simuiation set 
in Korea with 3D graphics, cock¬ 
pit instrumentation^ ditferent skiii 
levels and much more 
DISK 

Clfi^iri’iil price £f^^.95 

OUR PRICE £6.95 


Totally unilque. A SlmulAliOti Cl Air 
Traffic Control at am of America's 
busie&t airports. With real digitised 
speechn you'll leel you are there! 
DISK 

flri^inai price £/9.95 

OUR PRICE £8.95 


SARGON III CHESS 1 COLOSSUS CHESS 4 


Regarded by seme as Ihe firmest 
chess simulator of all. Nine levels 
Irom beg loner to master, ideal to 
learn wHh ss the mpnual leeches ell 
the fundamenlals of the game 

I>ISK 

ilri^irtai price £1^.95 

SOLD OUT 


Claims lo be Ihe beal chess prog¬ 
ram of all. The writers o 1 Sargon III 
would disagree, bul there is no 
daub this is- s fine chess sirnulationi 
particularly lor advanoed players 
CASSETTE ONLY 
drif^iFtcii price £1*4.95 

OUR PRICE £6.95 


WE SUGGEST THAT YOU CHECK AVAILABILITY OF THESE ITEMS BY TELEPHONE 
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Here*s the list of all the other items still in stock. Many of 
these program will be familiar hut if you want to know 
more check out the past couple of issues where all of these 
programs have been more fully described. Some real clas¬ 
sics and some great bargains! 


GAMES 


US FOOTBALL 

Ameritian Foatoali is rvow a big craze in 1tii&™jntry 
and you can now play al Home. Outsmart the 
defence, mahe ta£kle5, select plays and more. 

ROM NormHy £12.95 OUR PRICE £8,95 

EASTERN FRONT (1941) 

The classic war simylat^on by Chna C-rawtond that 
astounded Atari users when il wa$ released. Based 
on Operation Barharo&sa on the border of Russia. 

ROM NofmSiify£12.95 OUR PRICE £8,95 

MOON PATROL 

Your beat: Sector Nine, horne ol the rougnesl. 
louche$t thugs in the galaxy. Great 3D graphics 
arKtgood music In this arca.de conversion. 

ROM Normally £1295 OUR PRICE £8.05 

MISSILE COMMAND 

Another of the all-time oJassic arcade games mat 
has ycu defending cities from missile alJack. For 
one or iwo players. 

ROM Nom$ify£U95 OUR PRICE £5.05 

ZAXXON 

One of the all lime classics for the Atari, Zaxxon sel 
new standards with its unique 3 dimensional ballle- 
field antd gr&at graphics 

DISK HHF£9.95d{^ 

CASS £9.95 ca$$ OUR PRICE £2.99 

HANGMAN 

The original computor education game suitable for 
ages from 8 to adult. Three levels of play with 
words in each, 

C ASS OUR P RICE JUST 99 p 

HARDBALL 

American League baseball at it's very best. A hmhty 
regarded game - check the review in issue 45 'THt 
besi sports simulelion on the Alan" 

ROM Noimily£14.95 OUR PRICE £7,95 

TAIL OF BETA LYRAE 

Our A-Z cf Atari Software series says "The ultimate 
'Scramble' clone with superb graphics arxt music.” 

A great horizontal senoller 

CASS OUR PRICE JUST 00p 

BALLBLAZER 

From Lucasfilm, lhi$ lop quality split screen game 
takas place in a games arena of the future, iwp- 
player simullanecus play 

ROM Normally £^4.96 OUR PRICE £6.95 

FIGHT NIGHT 

Fight Night brings you all the thrills of th-e boxing 
ring as you face the rrvost brutal fighters ever Jn five 
separarebaifles, 1./Z players. 

ROM Nommlly £14.95 OUR PR 1C E £7.95 

STRANGE ODYSSEY 

At the galaxy's rim. Ihece are rewards aplenty to be 
hafvestad trcm a icng-dgad alien civilization. Fabu¬ 
lous graphic adventure 

DISK Ongmalprice£19.95 OUR PRICE £7.95 

RESCUE ON FRACTALUS 

Ask old hands what was one of the besi games 
ever for the Aiaii and a good pfcponlion of them will 
say Rescue on Fraelalus. They're right* 

ROM Normally £14.35 OU R PRIG E £5-95 

SUPER BREAKOUT 

Breakout was the original simple yel totally addic¬ 
tive game and this enhanced version will provide 
even more addictive fun. Needs paddles. 

ROM Ncffr\ally£9.95 OUR PRICE £3.05 

LODE RUNNER 

Anolher classic, perhaps the besf of all platform 
games. Includos a unique extra thal allows ycu to 
create your own levels. 

ROM Normaiiy£U.95 OUR PRICE E7.95 


GAMES 


ONE ON ONE 

Play baskelE>all with two of America's lop players in 
this great sports simulalion which fealures realisbc 
offensive and detensive moves 

ROM Normally£14.95 OUR PRICE £6.95 

DESERT FALCON 

A version of the classic Blue Max that finds ycu 
flying across the desert Indiana Junes style sear- 
chirng the desert sarids- 

ROM Nomialiy £U.95 OUR PRICE £7.95 

CAVERNS OF MARS 

Winner of one ol the lirst Atari programming ccm- 
petiiions, this was one ol tha lirst vertical scrollers 
and remains much sought after - LAST FEW WITH¬ 
OUT BOX BUT WITH FULL ORIGINAL MANUAL - 

DISK LOW PRICE £4.95 

ZORK 1 

One qt the mosr famous advenluras cl all time. 
Classic Inlocom in the original box and pad^agmg. 

A reat bargain I 

DISK Orf^llym.9$ SUPER PRICE £2.95! 

KABOOM 

Challenge the master bomber as be tries tc bomb 
you oul of sight. Greet fun, eispeoially lor the kids 
who wrll love it 

RDM Origlnatiy £12$$ SPECIAL PRICE £2.95 

RIVER RAID 

One of Ihe classic sorolling caines in which you 
tight your way up river, bcmoing and shoolir>g ev- 
erylhing insight. 

ROM aiginally £14.95 SPECIAL PRICE £3.95 

MAXWELL’S DEMON 

A Simple yet challenging puzzle gema which will get 
you totally addicted. In lect two games in one for 
double the fun 

DISK atgirrsHy £9.95 OU R P Rl CE £1.99 

MR ROBOT & HIS ROBOT FACTORY 

One off the mosi famous platform games that has 
you running and jumping ever everything in sight. A 
really clas$y game 

CASS Originally£9.95 OUR PRICE £1.99 


APPLICATIONS 


MASTERTYPE 

Now anyone can learn lo type whilst playing a 
Challengirug game. One of the original 'game based' 
typing tutors and a bargain pricBrJ ROM! 

ROM mp £14.35 OUR PRICE £2.95 

MICROSOFT BASIC 

Microsoft Basic is ideal is you want lo convert 
programs from other machine^ a& it contains many 
of tho commands missing From Atari Basic 

DISK RRF£9.95 OUR PRICE £5-98 

LETTER WIZARD 

For those who reed a little more sophisticalion in a 
word processor. Letter Wizard give& yOu all of the 
features you would expect 

DISK Qrigml FnCe £19.95 NOW £5-98 

INVITATION TO PROGRAMMING 2 

Entilled Writing Your Own Programs, cg-mprises 
TWO cassettes and TWO workbooks and does not 
require Invilalion To Programming t. 

CASS Origic^i Price £12.95 OU R P Rl CE £2,95 

MUSIC PAINTER 

An exciting educationai progrann that helps lo teach 
music by using colours instead of notes For chil¬ 
dren or adults alike 

DISK Originally£14.95 OUR PRICE £7.95 


APPLICATIONS 


MACRO ASSEMBLER 

The Macro Aasembler will allow you to create your 
own machine language gameg and applications 5 
limes faster than with the Assembler Editor 

DISK mrmaHy £19.35 OUR PRICE £7.95 

TIMEWISE 

Why not usa your Atari as an electronic diaryt 
TimQWFsa allows you lo keep track ol all your 
apppmtmerts and Importani dales 

DISK Originally£22.99 OUR PRICE £3 9S 

PLANETARIUM 

A fascinating look al the heavens Over 1200 star&. 
60 constellatioi^s. the solar system and more lhan 
3DD daep- 5 ky objects are depicted -1Q50 DRIVE 
ONLY - please state when ordering iff you have a 
US Doubler 

DISK Noimity £15.95 OUR PRICE £ 6.95 

PROOFREADER 

Users of Alarlwriter will be delighted with this, the 
long lost spelling checker for the Aiariwriter car¬ 
tridge! 

Dl SK OU R PRIC E £5-95 

BASIC CARTRIDGE 

Some pfograms. especially some early public do¬ 
main programs won't run on the Xb'XE but they will 
it you plug in Ihe old version of Baste. 

ROM OUR PRICE £3.95 


EDUCA TION 


JUGGLES RAINBOW 

A first computer experience lor chiJdren aged 3 lo 6 
that teachefi the oorKepts of above, below, left and 
right plus letter recognition 

DISK/CASS OUR PRICE CS.95 

JUGGLES HOUSE 

Another for 3 to 6 year olds teaching the concepts 
ol inside, oulside, upper and lower with Juggles' 
House and Tpyshelf. 

CASS OUR PRICE £5.95 

SPECMi OFFER ■ PURCHASE ROTH 
JUGGLES PROGRAMS FOR JUST CS.SSf 


^ 00^5 


EASY PROGRAMMING FOR 
YOUR ATARI MICRO 

This book weni out of print 3 years age and we 
have been searching for a replacement ever since. 
We are absoluialy delighted to have found mere 
ol one of the best beginner's books ever 
published. 

NEW REDUCED PRICE £4.98 

MICRO ENQUIRER 

A large format book that covers Ihe world of mtcrafi 
in general with some specific Atari sectiof>s. The 
book ooniaing a Fot of worthwhile background infor¬ 
mation on home compuling 

Fublislwdprice£3.$5 OU'R PRtCE E2.00 

ATARI ADVENTURES 

An excellani book written by adventure expert Tony 
Bridges covering adventures in general and show¬ 
ing how you can write your cwn adventures . 

PtAilishedpnes £5.95 OUR PRICE £1.50 

WRITING STRATEGY GAMES 

If you are ffed up with simple arcade style games 
but are not sure of Ihe maffhs required in writing 
^hiniKiflg' gama$ like chess here is a book that will 
help you out. 

PiMsljeriprice £5.95 OUR PRICE £1.50 
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ORDER FORM 


ALL ITEMS FOR XL/XE 


NEW SOFTWARE 

Qty. 

’ 

'Titte 

1 PriM 

Total 


ARCHON 

£7.95 



BAHLECRUISER 

£9.»5 



COLOSSUS CRESS 4(Cas.] 

1 £6.95 



DECISlOHiNTHEDESERn': 

£5.95 



DRUIP 

i £3.95 



ETERNAL DAGGER 

£8.95 



GAUNTLET 

£7.95 



INTERNATIONAL KARATE 

£4.95 



JEWELS OF DARKNESS 

£6.95 



JINXTER 

£7.95 



KENNEOr APPROACH: 

£3.95 



LANCELOT (Disk) 

£7.95 



LANCELOT (CassJ 

£7.95 



MIG ALLEY ACE 

£6.95 



NATO COMMANDER 

£5.95 



PAC-MAN 

£6.95 



PANZER GRENADIER 

£9.95 



SILICON DREAMS 

£6.95 



SMASH HITS 7 

£3.95 



SPINDIZZY 

£4.95 


Total 



SERIOUS SOFTWARE 

otr- 

TItIfr 

Ptke 

Talal 


BASIC CARTRIDGE 

£3.95 



HOME RLING MAN. (PAT CPF 

£1.00 



INV TO PROGRAMMING Z 

£2.95 



JUGGLES HOUSE 

£5.95 



JUGGLES RAINBOW 

£5.95 



JUGGLES HWWOW'HOUSE 

£9.95 



JUGGLES RAINBOW-DISK 

£5.95 



LEHER WIZARD 

£5.95 



MACRO ASSEMBLER 

£7.95 


i 

MASTEHTYPE 

£2.95 



MICROSOFT BASIC 

£5.95 



MUSIC PAINTER 

£7,95 



PLANETARIUM 

£6.95 



PRINT SHOP GRAPHICS 3 

£4.95 



PROOFREADER 

£5.95 



SILENT BUTLER 

£6.95 



TIMEWISE 

£3.95 


Total 



PAGE 6 SOFTWARE 

1 All on disk unless shown 

QtV. 

Trtte 

Prtes 

Total 


TRANSDISK IV 

£12.95 



TARITALK 

£19.95 



MINI OFFICE II 

£1i95 



SPELL ME-Disk 

£6.95 





BOOKS 


Tltl< 

Price 

Total 


EASVFnOGRAIIMING 

£4.95 



MICRO EmER 

£Z.0D 



ATARI ADVENTURES 

'£1.59 



WRHNG STRATEGY GAKS 

£1,59' 






r Total 



TELEPHONE ORDERS 0785 213928 


GAMES SOFTWARE 


1 

Tiiie 

Price 

Total 


BALieLAZER 

£5.95 



BATTLEZONE 

£7.95 



BLUE MAX 

£7.95 



CAVERMSOFMAftS 

£4,95 



DESERT FALCON 

£7,95 



EASTERN FRONT 




HARDBALL 

1 £7,95 



RGHT NIGHT 




KABOOM 

£2.95 



LODE RUNNER 

£7,95 



MAXWELLS DEMON 

£1.99 



MISSILE COMMAND 

£5.95 



MOON PATROL 

£6.95 



MR ROBOT-DISK 

£1.99 



ONE ON ONE 

£6.95 



POLE POSITION 

£5.95 



RESCUE OH FRACTULAS 

£6,95 



RIVER RAID 

£3.95 



ROBOTRON20e4 

£6,95 



STRANGE ODYSSEY 

£7,95 



SUPER BREAKOUT ! 

£3.95 



US FOOTBALL ! 

£6.95 



ZAXXON-CASS 

£2.99 



ZAXX0N-DI5K 

■£2,99 



ZORK 

£2.95 


Total 



PUBLIC DOMAIN ETC. 

il 

riKi& 

Price 

Total 


ISSUE 56 DISK 

£2.95 



IHI REFERENCE GdDE 

£6.95 



TURBO BASIC 

£3.95 


Tolal 



CASSETTES 

see inside front cover 

otj^ 

Till? 

Total 






















































i 

Tfl^lal prlK po5i Iree 

99p CASSETTES 

Qty. 

TTtle 

Price 

Total 


HANGMAN 

£0.99 



TAIL OF BETA LYRAE 

£0.99 


Total 



FREE NIBBLER - 

OMrOIALf £10 or mere (ox. posfo^j 


TOTALS 

Software i 

Books Z 

PostandRadditgonibiwe £ 1.00 

Public Domam E 

PAGE 6 Software E 

Total £ 


NCfT^: Foat ansf packing as s^awn MUST tE to aH software excloOing 

speciai cassettes^ pubfic domafn and PAQE $ SoftWSrOr Most goods wifi te 
despatcfiad within a taw days hut please elfow up to 2G days lor detivery 


Name 

Address 


Total Order £ 

OVERSEAS postage PLUS 25%“ £ 

Total E 

” dOT£ OVEfiSEAS POSTAGE CAN SOMEJfMES EXCEED TWE VALUE OF THE ORDER - iF 
THfS OCCURS WE WILL WRfTE TO YOU BEFORE SmPPiW 


I I I enclose cheque/P.O. lor £ 

I [ I authorise you to debit my credit card 
□visa □ access □ eurocard □ MASTERCARD 
My card number is; 

□□□□ □□□□ □□□□ □□□□ 

Expiry date; | || | | || | 

Signature _ 

Please ensure that the name and address shown are 
the same as the cardholders. 


Please make cheques payable to PAGE 5 

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 FAX: 0785 54355 
























































































































































































FLIGHT SIMULATION 


n OF THE «V 



O ne of Ihe most enjoy¬ 
able flight combat 
simulators Tve used re- 
ecriUy is Warbirds, a World War 
I aerial warfare program on the 
Atari Lynx handheld console. 

Now Mlcroprose have released a 
-similar product for the ST called 
Knights of the Sky^ which prom¬ 
ises to be e\'ery bit as enter¬ 
taining. 

The program comes on two 
double aided disks and requires 
at least a 1MB ST(E] to run, The 
package also contains a glossy 
102 page manual: a ecintrol 
summary card: and a large map 
of the Flanders FronL, where the scenario 
is set. This map is important as all na^l- 
gat ion is done by dead reckontng - radio 
navigation aids hadn't been Invented at 
the lime die action occurs. 

On bootup you're treated to a very^ 
realistic looking old-time mo\ie sequence 
showing WWl aircraft behind the prog¬ 
ram’s production credits. You can then 
choose from three main options, namely 
Flight'ITaining, Dogfight Encounters k or 
World War 1. 

TWENTY 

AIRCRAFT! 

FlightTraining allows you to learn to fly 
any of the twenty different Allied and 
German aircraft represented ^ and to ex¬ 
plore Lfie operational area covered. 
Almost eveiy WW1 aircraft you can name 
Is here: Sopwlth Pup, KokkerTriplane. 
Albatross D5, to list hut three - and each 
can be controlled via joystick, mouse, or 
keyboai'd. Whichever method you use 
takes practice - these aircraft .aren’t the 
easiest to fly! 

Dnglight Encounters provides your first 
real taste of aerial combat. Here you 
ehooac to battle with one of sixteen Ger¬ 
man aces including such legendary^ char- 


Title; KNIGHTS OF THE SKY 

Publisher: Microprose 
Price: £30.99 

Reviewer; John S Davison 


acters as Manfred von Richthofen [the 
Red Baron) and Max Immelmaii (of Im- 
melman Turn fame). You're tlien told his 
aircraft details and likely location, and 
have to fly to the appropriate place, 
visually identify his aircraft from the gag¬ 
gle encounteredp and engage him in a 
flght to the death f 

The main part of the program is tbie 
WWl optiou. It's May 1916 and you've 
Just begun your career as an Allied pilot. 
Your ambition is to surv^ive the remaining 
,30 months of the war and become the top 
scoring pilot - the Ace of Aces* At the 
start only a couple of aircraft types arc 
available, but as time passes better 
machines enter service for your use. Tills 
also happens on the German side, so any 
aeronautical superiority you gain doesn't 
last long! 

Missions are set by your commanding 
officer and occur every 3-5 days. As well 
as the basic mission which involves you 
in completing specific tasks, you can also 
deal with targets of opportunity as they 
occur - shooting dov^Ti enemy planes and 
otasejv'atloii balloons, bombing enemy in¬ 
stallations, and so on. This brings you 
additional prestige, medals, and promo- 
tions- 

As time passes those laiiiiOU& enemy 
acea arc also clocking up kills, so to over^ 
take Lhcm you need to eliminate them. 
Clues to their w’hereabouts and details of 
their aircraft may be gleaned from news¬ 
paper articles and gossip heard afLer 
each mission. You can then personally 
challenge each one to a dogfight - unless 
they chaflenge you first! 

You can lorgel about high-tech 
weapons, radar, autopilot, and warning 
systems in this simulation; If s just you, 
a primitive flying machine, and a rather 


unreliable machine gun against 
a similarly eqtilpped opponent. 
Be warned - survival depends 
entirely on your skills as a pilot! 
The dogfighting aclion is pretty 
exciting, giving the feeling 
you’re up againsL a real ciicmy. 
The alreralt arc slow, but very 
manoeuvTablc and it takes 
some skill to outfly and out- 
shooL your opponent. Success 
results in his plane streaming 
smoke and spinning down into 
the ground. Failure may he 
fatal, as there are no para¬ 
chutes! 

EAGLE EYES 
NEEDED 

Ttie program’s graphics are rather good. 
Cockpit detail is restricted to Lhe llmltcij 
Instivimentation of the da3^ but dis- 
appolnfingly all aircmlE. have the same 
cockpit layout. Most of Qie instruments 
do work as cxpceled Qiougll. From the 
cockpit you caiTi look 360 degrees around 
you - there's no radar of course, so you 
need eagle eyes to locate the enemy, 
although the program's various external 
view features do help here. There’s plenty 
of ground detail and Lhe representation 
and animation of the different aircraft 
types is handled very well. Screen update 
rate is aceepiably high too, so the overall 
eflect is fairly convincing. Even the Infor¬ 
mation screens displayed between mis^ 
sions are Impressive with some excellent 
artwork on show, particularly that de¬ 
picting tlie aircraft. 

Sound is reasonable too. There's some 
eontemporaiy ragtime music accompany¬ 
ing the bootup sequence and again in the 
bar scene betw'een missions - played on 
an animated pianola. All the expected 
sound effects arc provided, but I particu¬ 
larly liked the aircraft engine noises, 
especially the spluttering heard when the 
engine takes a bullet or twol 
Overall this Is one terrific program. Not 
only Is It exciting, addictive, and fascinat¬ 
ing from lhe historical aspect, but ifs 
refreshingly different from all those hlgli- 
tech jet simulators wc’vc seen recently. If 
you want a taste of FtEAL air combat 
action then Knights of the 5k>^ is the 
simulator to buy. 


s 

T 

F 

i 

I 

I 

0 


New A»cir^ User - ^6 


47 











ROLE PLA YING 




HEIMDALL 

Six lijith atiribLtt€?s such os 

SirCTtf/(h, /-fcahh oRfi Ji<7h( thffrr 

utay fhP'Otjgh cinderyrOLuirt mazes i.o saucf 
UJor/rf - soLtnei J^JJni^^a^? TfeSr in morty 
Li^ays is anoifier fJunycon Mas 

ter done, but it has a few ueiriaiiDus 
i^'hich may interest you. 

All the Tamil tar ideas arc Qiere - the 
rijjht mouse but ion ^cts you to a sup- 
plemeritaiy screen where all your posses¬ 
sions are sbnwri firaphieally; your attri¬ 
butes, such as hit points, hicreasc as the 
game pro^^esses and you gain experi¬ 
ence: I here arc hidden doors to find on 
the walls and pits to avoid in the floor, 
explonrig carefully nr killing monstei^ 
will provide you Totjcl, weapons, 
spells, coins and clues' and there are 
many pus^zles to solve as you fight your 
way through about twelve Islands on 
each of three worlds to retiieve three mis¬ 
sing weapons oT the Norse gods. 

So what is dilTerent about Hcimdall? 
Well, the graphics are extxrlknt - the view 
is a full-screen detailed laitdscape or 
dungeon seen in 3-D irom an angle abow 
your chosen character, and the anima¬ 
tion of yoiir charac ler as he moves is veiy 
good, rhe initial screen shows a map of 
your riimfrnt world (there are three 
worlds to explore in order - MidgarcU the 
World of Men: Utgard, the World of 
Giants: and Asgard, the Home of the 
Gods) and clicking on an adjacent island 
Lakes you straight there. You can then 
explore the island with two companions 
who you must ha%^e chosen BEFORE you 


set sail! 

In all ycju can have 
five characters to go 
with you on your 
quest - whom yon 
are allowed to choose 
depends on how well 
you do in the first 
part of the game, 
lilts initial part ot 
the game is made up 
of three little arcade 
games - the better 
you do in these Lhe 
better choice of 
accompanying char¬ 
acters you will be offered r 
I’he arcrade games are: 

Ax^? Ihrawimf Contest- you have ten 
axes with which to rut Lhe barmaid’s 
eight pigtails - unfortunately the beer is a 
bit strong for you and your hand is shak¬ 
ing (irC. lhe joystiek doesn't control your 
aim vejy welll). 

Pf^ ChcLsin^ while still under the inllu- 
ence of the alcohol you must use the 
joystirk to catch a greased pig. 

Boat Fighting Test (no you don’t have to 
light the boat!) use the joystick to jump 
along a boat and knock some guards out 
of the way. 

Unfortunately all three games are rather 
trivial, rather dilllieiitt to succeed at and 
take forever to load. You also only get one 
chanc:e at each - no opportunity to prac¬ 
tice - if you want another Iryr you have to 
reload the game from the start! Also, no 
matter how badly or well I did In the 
arcade games I was always offered the 
same 17 crew-members to choose fromf 
Each island is made up of from 3 to 25 
"rooms" lo explore - there are lot of bad¬ 
dies to fight and lota of spells 
and weapons to find. You need 
lo use spells to activate certain 
routes and there are all the 
usim! pita, secret doors, keys 
and so on. When yon get in a 
fight the screen switches to a 
different display showing an ani¬ 
mated view of your opponent, 
your respective hil-points, and 
your available weapons and 
spells. You just click on a 
weapon or spell and then a com¬ 
mand box (attack, spell or de¬ 
fend). It is a little clumay as your 
w-eapon may be a long way from 


the attack box, so that you are sweeping 
the mouse From side to side. Your options 
are also rather limited as the only way to 
defend is to click on “defend" just when 
your enemy begins his aLLaok, but the 
best way to attack is to click on "attack" 
just when your enemy begins his attaerk! 
Makes "defend" rather pointless really! 
The interfatres arc rather clumsy, move¬ 
ment is done via the joystick, but fighting 
and using items Is done with the mouse 
so you are constantly switching between 
them, with many sec^ends of black 
screens when you issue some com 
mands. When you walk Into a chest with 
the JOYSTICK a box pops up asking you 
whether you wish to open it or not - and 
you ha%^e lo use the MOUSE Lo answer 
YES or NO - why on earth couldn't they 
have allowed the joystick? 

I ajti currently trying to get past a sea 
serpent to reach the last island on the 
first world so I have quite a way to go yet. 
The game haa picntj' to it, and the 
graphics are undoubtedly excellent, but 
the whole thing seems rather slow and 
U]i\iicldy (disembarking can lake as 
many as 4 diskette swaps!). Tlie game, by 
Lhe way, needs I MB menioiy. 

9 SIGHT SOUND exccficnl graphies 
and antnation, sounds a lit.tkf sparse, 
but nioe bcick^rotiutf nuisic 

• GAMEra^y Lots to explore, lots to 
do. but not a bTiUiani mouse/Joystick 
inierjace 

• ’^®RPICT - Worth looktn.g at. hut you'll 
haifo to be quite patient if you want to 
finish it 
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which to choose? 


SHADOWLANDS 

Four characters. attributes as 
Strength, Health ar^cf Armour, Jjght their 
umj through on underground may^e to 
save the world - sound Jamilkir? Yes, in 
many Luays Shadoujlands is another 
Dungifon clone, buJ it has many 

excelieni new fealiu-es IhaE. rnoJctf it liHI 
LiJort^i looking aL 

All the familiar Ideas are there - the 
right mouse button gets you to 
a supplementaiy screen where 
all your possessions are shown 
graphically; your attributes, 
such as magic Ict^'c!, increase as 
the game progresses and you 
gain experience; there are hid¬ 
den buttons to find on the walls 
and pits to avoid In the floor; 
searching carefully or killing 
monsters will provide you with 
food, water, weapons, spells, 
coins and clues; and there arc 
many devious puzzles to solve 
as you light your way through 
to the thirteenth level for your 
final battle with the Overlord. 

So what is differenl. about Shadow^- 
lands? The most obvious visual differ¬ 
ences are Ihe %1ewpnint and the light 
effects. The dungeon is seen from an 
angle above your charaeters so that you 
can see them and the enemy moving 
across a 3-D laird scape; nearby walls 
witlch might obscure your view are re¬ 
placed by simple outlines so that you can 
see the area around your character fully 
and still know where the walls and doors 
are. The lighling is provided by a new^ 
technique called PhoLoseape: torches 
ligtit up a small area (which decreases as 
the torch bums lowib fireballs can be 
seen flying through the air and then ex¬ 
plode to light up a large area, firedemons 
are surroundecl by light, and so on. 

There are gradations of brightness from 
the (zentre of a torch out io the edges of 
its sphere of illumination, giving a %^cry' 
realistic and atmospheric feeling to the 
shadowy views within the dungeons. 

Light Is also used to excellent effect In 
some of the puzzles, whereby certain 
switches, teleports, and traps are act! 
vated by the presence or absence of light! 


But a very^ major dillcrencc which is not 
quite so obvious iriitiaUy Is that your lour 
characters are NOT sttick together in a 
bunch. Tliey can be sent off to perform 
individiial tasks - they don’t have to re¬ 
main in sight of each other nr even on Ihe 
same level of the dungeon. The whole 
game is mcjuse-driven. There arc small 
pictures of the characters in the comers 
of the screen whierh allow you to sclcczt 
them and then eorumarid tlicm: by click¬ 
ing on the appropriate part of the body 
and the reqtilred target (Item, person or 
location) you can give commands such as 


walk, lead (the other three), use, gel, 
drop, Ihrcjw, cal, (Irink, rt:ad, operate, 
cast and attack. 

The actions happen siiiiullajicously - 
one guy can be walking across the room 
to pull a switch while another is attack¬ 
ing an enemy with a double-axe, the 
third is throwing a f'teeze spell at the 
monster and the fourth is walking 
around a different room ItMiklng for the 
dcHirf The ability to separate the four war¬ 
riors is used Lg generate lots of nasty 
situations and intercstlrig puzzles. Tticrc 
are places where you must send your 
warriors along different routes in order to 
solve problents, and oneway routes and 
multiple teleporters which force your 
party in split up and fight Individually. 

T'he system for issuing ezommands is not 
completely intuitive, so read the manual 
trarcfully - some birds attack you as soon 
as Qic game starts, but you don’t liud out 
how^ to hit one tintil page 241 And a 
couple of fairly Important details are not 
mentioned at all: blank scrolls can be 
read when you reach a higher magic 
level; the resurrection facilities ran res¬ 


tore weapons as well as people! 

Tlirowing spells across the 3-D land¬ 
scape at moving targets takes a bit of 
practice but Is much more realistic Qian 
mosi implementations. In genera! It Is 
rather too easy io die ■ unless you are 
ehetzking Ihe status screen you get no 
warning of imminent death from hunger 
or thirst (and food seems a bit sparse - I 
am on level b and getting despenitcly low 
- I may have to go back a VERY long way 
and replay the whole gaine if 1 don't find 
a good supply soonfl, and many of the 
monsters can kill your weaker members 
veiy quickly so you need to 
plan some of the fights very 
czarefully. Fortunately the 
SAVE/RESTORE facilities arc 
reasonably swift, though per¬ 
sonally I would prefer a slightly 
better balanc'e so as not to have 
to use them quite so often' 
i’hings don't happen quite as 
fast and fuiious as in Dungeon 
Mastezr, but the innovative use 
of the lighting and the ability to 
split the group up add an extra 
dimension to Shadowlands and 
set it apart as a game well 
worlh Inokliig into, 

Double-sided drives only. 

• SIGHT SOUND BriUimil use oj 
Eight and shcidoEn, great graphics, lots 
of super sound effects 

• CvAJUEFLAY ■ Once you get itsed fo it a 

effecth^ method oJ controllmg 
Jour uwrEors nt once mith the mouse 

• VERDICT An focadlent fM.D - big 
ffpiough and hard enough i.o keep ai£ 
D&D addicts occupied for a LOJVG 
drrE€*.' 


HEIAfDALL 

Core Design £29.99 

SHADOWLANDS 

Domark £29.99 

Reviewed by 
John Sweeney 
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John S Davison’s 
regular guide 


PRO-24 

THE ORIGINAL 
BEST SEQUENCER? 


I n the last couple of issues weVe looked at what is argu¬ 
ably the finest piece of music software available on the ST, 
namely C-I.ab's incredible Notator sequencer and score 
printing package. Before this appeared tbe professional musi¬ 
cian’s sequencer of choice was Steinberg’s Pro-24. Steinberg 
eventually launched their Cubase and Cubeat sequencers to 
compete with C-Lab’s products, at which point 1 expected 
Pro-24 to disappear without trace. However , several years on it 
still seems to be available albeit in limited quantities. And as it 
now sells typically for less than 25% of its original £285 asking 
price I thought It worth taking a look at here, 

1 bought Pro-24 V3 (the latest version) for £70 about a year 
ago from Soho Soundhouse In London (071-379-5148), and at 
the time of writing (early April) they’d still got some in stock. 
Various other music and computer shops advertise Pro-24 
occasionally - you have to watch the adverts in magazines like 
Soimd-On-Sound, Music Technology, and Music Mart to catch 
them. Alternatively, you can easily buy one secondhand for 
£50 or less - see the Readers Ada sections of the same maga¬ 
zines. After reading about Pro-24’s superb facilities below 
you’ll realise Just what a fantastic bargain this is. 


DONGLE REQUIRED 

Pro-24 Is supplied on Just one double sided disk. It runs on 
1MB STtEVs or larger, using medium or high-res displays. 
Earlier versions had poor documentation, but V3's nicely pre¬ 
sented 186 page manual ia line. Also included is a security 
don^e which plugs into the STs cartridge port. Pro-24 Is 



Ube main control screen with track selection 


USELESS without it, so if you buy secondhand make sure the 
package includes one. 

As you might guess Pro-24 Is a 24 track sequencer, allowing 
you to record and play back up to 24 independent musleal 
parts using MIDI equipped musical insLrLiments. Like most 
sequencers It behaves like a multi-track tape recorder - you 
can independently record a musical part on any track while 
simultaneously playing back tracks already recorded. It also 
has tape recorder style transport controls for basic sequencer 
operations, and 24 bar graph style "lev^el Indicators" which jig 
around to indicate MIDI activity on each track. 

Most of Pro-24's basic operations are mouse controlled 1‘rom 
one main screen. Less frequently used facilities arc accessed 
via normal pull down menus, and these may bring up anclllaiy 
screens. The STs keyboard can also be used for control as 
virtually every function has a keyed equivalent. Another nice 
touch is that frequently used commands can be allocated to 
selected keys on your MIDI keyboard (ones you don't normally 
play, of courset) so you can remotely operate the sequencer 
without touching the computer. Overall, PrG-24'a controls 
aren't exactly Intuitive, but they do become easier with 
practice. 

Pro-24 is pattern based, where- a pattern Is a subdivision of a 
single track used to hold a section of the music on that track. 
Patterns can be any length you wish, and different tracks can 
use patterns of dincrcnt lengths w’^here required. A complete 
song can be built up from these and although this scheme of 
working gives you great flexibility it also means you could have 
a large number of patterns to manage. This aspect Is probably 
Pro-24's weakest point. 



Drum editor - one oj the nicer features 
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MULTI-RECORDING 

Pro-24 provides a number of differeni ways of recording 
music into a pattern. The most straightlbrward is real-time 
recording, where you play your MIDI keyboard live as if mak¬ 
ing a normal tape recording. You can manually switch the 
sequencer into and out of record modCn or It can be done 
aLitomatlcally using punch-tn and punch-out points. "Cycled"' 
recording Is possible, which allows you to continuously loop 
around a chosen section of the piece re-recording it until 
you’re happy v^lLh your performance- In addiLion a ''multi- 
recording" feature allows you record pattenns on up to four 
tracks in turn without stopping the cycle - great for creating 
complex drum parts. You can aiso separate signals coming in 
on several MIDI channels simultaneously, and record Lhcm on 
up to four different tracks. 

If your keyboard skills aren't up to real-time playing you can 
use Pro-24's step-time lacilltles, alloviing input on a note- 
by-note basis vis. the computer or MI!>I keyboard. As well as 
creating music from scratch these facilities may also be used 
for editing existing music, Including that played using real- 
tame input. Notes can be inserted, deleted, moved, and copied; 
and duration, velocity, and MIDI channels set as required. 
Changes can be quickly auditioned by switching to playback 
from within the editor. 

First there’s a grid editor, which represents the music as a 
series of horizontal bars Ln a scrollable grid. There’s also a 
scrollable MIDI event list displayed alongjsidc it showing each 
MIDI message in die data stream {not just note messages). 
Facilities arc provided for graphically editing the MIDI data by 
stretching and dragging the bars, or for numerical editing by 
changing the e^^ent list directly. 

Pro-24 also has a score editor, which displays MIDI note data 
in standard music notation. ’Velocity data is reprcacnted by a 
vertical bar under each note, with height proportional to veloc¬ 
ity value. It only handles one track at a time and uses a single 
or twin (piano style) scrollable staves as required. Notes can be 
added, deleted, moved, copied, or replaced using the mouse 
and onscreen controls. Durations can be finely adjusted as can 
velocities, the latter by dragging the velocity bar under a note 
to the required height. You can even print out your music, but 
this feature Is very limited compared with something like 
Notator. It's better than nothing though! 


DRUM EDITOR 

One of Pro-24’s nicest features Is its drum editor, designed for 
easy editing of |>ercussion patterns. Again it's grid based, with 
vertical positioning representing different percussion Instru¬ 
ments [listed down the left side of the grid) and horizontal 
positions representing time (two bars worth of sixteenth notes) . 
To create a drum rhythm you just click against the required 
Instnimenl at the appropriate lime position, with velocir>^ de¬ 
termined by how long you hold down the mouse button. The 
feature is fuUy customisable so you can use it with virtually 
any drum machine or synthesiser, and once set up you can 
save the settings away for future use. It coped easily with the 
drum section of my Yamaha PSS-680 syn th, and makes the 
sometimes tedious task of building rhythm tracks much more 
enjoyable! 

Pro'24 also has a rather strange but powerful "logical edit'' 
capability, permitting changes to be made to your music on a 
mathematical rather than a musical basis. You give it criteria 
which selects MIDI ewents of certain types from your music, 
e.g. notes between certain pitches, velocities, durations , or on 
given channels. Then you tell It how^ you want the selected 


events processed - you can replace pitch, velocity, duration, or 
channel data with fixed valuea, or apply a calculation to each 
of them for each selected event. The possibilities are endless 
for those willing to experiment! 

Lots of track and pattern manipulation facilities are provided. 
Tracks may be erased; copied in whole or selected sections; 
have sections cut from or Inserted into them; and pitch trans¬ 
posed or velocity modified by selected amounts. Patterns can 
be created; deleted; saved/loaded: split into smaller patterns: 
joined to form bigger ones; cut. to remove unwanted parts; 
extended, to add new material: repeated as many times as 
required; moved; and copied, either as a whole pattern or just 
a chosen part of it. 

Various quantising facililics are available for correcling tiiii- 
Ing errors in your real-Ume playing. The oddly named "over 
quantise" is the normal one, taut there are four other options 
w^hich quantise note lengths without afTcctiiig the notes’ start¬ 
ing positions. There's also an "iterative quantise’' which moves 
the notes in small steps towards the selected quantise value 
each lime it's triggered. Quantising is destructive, but can he 
undone by using ll’O-24's recall buOcr. 

MASTER TRACK 

Unlike some sequencers Pro-24 can easily cope with changes 
in time signature and tempo within a musical piece. ITiey're 
handled by a special 25th track, called the Master Track, 
which can be set to show w^herc new tempos or tiine signatures 
take effect, and what their values are. 

The easiest way to use Pro-24 is in "tape mode'', where you 
simply build up each track as you w^ld record It on multi- 
track tape. A song with three verses and three choruses would 
have patterns for each verse and chorus placed along each 
track as required, How^ever, Pro-24 also has a "sequencer 
mode" which permits you to record patterns for j ust one verse 
and one choms then link them together reusing them as as 
necessary to complete the aong. Personally 1 prefer using tape 
mode, but .some people like the extra speed and llexlbillty of 
sequencer mode. 

Like C-Lab, Steinberg also make accessory hardware (called 
Time Lock and SMP-24) for synchronising Pro-24 to a separate 
tape recorder. These enable you to run vocals and other acous¬ 
tic recordings in sync with your MIDI tracks. However, they 
never Implemented direct tape recorder control from the se¬ 
quencer screen - they put it In Cubase Instead! 

Pro-24 supports MIDI standard file formats as well as Its own 
internal format. It can import and export files in Format 0 and 
1 and import Format 2 flies. Tills means you can interchange 
files with any other sequencer supporting standard flies - and 
also use the thousands of songs in these formats now available 
from PD libraries and bulletin boards. 

Other useful PRO-24 features include input and output filler- 
ing of selected MIDI messages; track group muting; internal/ 
external sync; song position pointer support; track mixing/ 
unmlxlng facility for merging tracks together and splitting a 
merged track back Into its components; and finally a System 
Exclusive Dump Utility for uploading/downloading banks of 
sounds to your synth. There are more, but 1 m running out of 
space. 

Pro-24 Is a classic piece of music software, which thoroughly 
dcscA^ed the popularity it enjoyed a few years back. IFs packed 
with useful features, olTering virtually everything most MIDI 
musicians are ever likely to need In a sequencer. Don't forget It 
was designed for professional musicians Just a few years ago, 
and at its current street price it's unbelievably good value for 
money. If you need a new sequencer make sure you check out 
this legendary package before it finally disappears fore^-^er. 
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ACTION 



T he year is 1996 yrnl the Amer¬ 
ican govern men I. has declared 
all out war on the drug carle! 
whose chlefn a rather unpleasant chap 
by the n^nTle of Miguel Tardlez - refer- 
rcii to aftbetionately as ‘Public Enemy 
Number One', is ensconccfS on the is¬ 
land of AlcatraK- 

Now this jjoses a bit of a problem for 
the US government. Miguel is hiding in 
a big prison and they want to look him 
up in an even bigger prison. But isn't 
!^e already in a prison? Well, seeing as 
he’s a big bad public enemy he’s gone 
and turned Alcat.raii into a bit of a 
crime den. You know the sort of thing 
big luxury apartment, naughty girts, 
bad boys, the odd rtickcl launcher or 
two. Ah ha! \ see ... 

As you can no doubt guess. Li is at 
this point that you come in. Yepl 
Seeing as ii's a ludicrously difficult 
nhssion where the odds are stacked 
against you, who would 1>C better? All 
you have to tin is get in, shoot lots of 
people, pick up lots of power-up type 
thingies, swl|>e some papers, kidnap 
Mr TardieK and get out. Easy peasy! 
Ttie game is actually designed for two 
players, giving you a split screen ivith 
player one at t!ic lop and player two 
below. However, for a bit of added in¬ 




terest, those lovable 
French chaps have 
ini roduced an op¬ 
tion where you can 
alternate t>ctween 
both characters In 
the game to eJfec- 
tively work as a 
team if you’re all on 
your tod. 

Your mission in 
this horizon t.al ly 
scrolling ‘mn-along- 
and-shoot-the bad¬ 
dies' rrsmp, begins as you and your 
buddy jump out of your dinghy on the 
island. Initially you're just arnu^d wilii 
a throwing knife (obviously you’ve 
come iTrcpared) but after youVe poun¬ 
ced on a few unsuspecting criminal 
types you can nick ( heir weapons and 
go around shooting at people with a 
large machine gun. Not ttie n\osl. sub¬ 
tle approach, but it works! 

This first bit of the game sets the 
secne for the next le\^els, but after a 
while you wllJ stunible across a diffe¬ 
rent style of play. Oh yes Lndeedy! 
Jumping Into a dark and sceludcd 
doorw^ay towards the end of each level 
allows you to whizz around a 3D mtrze 
lype affair where you must exploit;- a 
bunch of rooms sea nulling for a brief¬ 
case contEiining hnpoitant papers. 
Not Llie most original concept., !nit 
It does break up tfie Lcdiuiii of tlie 
scrolly section. 

Preset!taOon wise the game ini¬ 
tially looks a bit on the dull side. 
The impression achle\'ed Is very 
typical of games from over the 
water. You know w'hat 1 mean ... 
all the French games have a cer- 
lain style about them that sets 
them apart. Well this one is just 
like ttial, but is veiy bland at the 
siunc time! At first 1 thought that 
it looked a bit crumby, buf I soon 
learned to apprecialc the moody effect 
that it ereatc.s. 

Sonically the game is delinitcly pretty 
super. Why is it that only the French 
bother to use sampled sounds and 
inusie ch? Why don't any of the En¬ 
glish de\'elopers bother? From the 


^ very typical of 
games Jrom over 
the water a 
certain style that 
sets it apart ^ 

linkle ijf ( he ( uiic to the crack of rifle 
fire, everything is sampled lAilh cr^'stal 
cUiiity, rm definitely inost iniprcssedt 
WtivT] considering how playable the 
game is, all 1 can say is that if you like 
this type of thing, you'll Itivc it. To 
some, the pmspect of playing a game 
where you plod along across a scroll¬ 
ing backdrop is not the mosi enthrall¬ 
ing. btU. if you enjoy a good blast 
wliere you need to use yotir noj^n 
here and there, you nsay well have bit 
of fun! 


Title: ALCATRAZ 

Publishet: Infogrames 
Price: Z2A.99 

Reviewer: John Davison Jnr 


# SIGHT AHD SOUND - {jKiks a bit 
duJf at.^irsl, but you soon gel used to 
[/. 77ie sound's ejcceilent tFio[j(?h, 
Check: ou( the sampUfsl 

# GAMEPLAY- It LUOFt'f appeoi (o a 
really wide audience, but it's stili 
qidie/un, f/'you'ue played Hostages 
you’ll krioio luficit W’s like 

# OVERALL - EJJiKiiioely this isjitsi 
Hosiages IL Seeing as ihejirsi game 
was so swccessftd I can't imaf^ine 
that this will fail- Pretty good stuff! 
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Miles Better Software 
219/221 Cannock Road 
Chadsmnor, Cannock 
Staffordshire, WSll 2DD 
Telephone: (0543) 466577/8/80 
Fax:(0543) 466579 

Access & Visa orders accepted 

Add £2.<Ht sterling per item for overseas airmail 


Miles Better Software 

39, High Street 
Brownhills, West Midlands. 

Telephone: 0543 373836 
Shop Hours 9.30ajn - 5.30pm 
Monday to Saturday 



ARCADE 


Parasol Stars........19.95 

Pacmania... 4.99 

Sly Spy - Secret Agent4.99 
Scooby Doo & Scrappy 


Obitus... 8.99 

Killing Game Show. 8.99 

Barbarian II (Psygnosis).. 8.99 

Awesome .. 0.99 

Lemmings (Original) ..17.95 

Oh No! More Lemmings 

Data disk. 13.95 

Stand alone..18.95 

Robocod - James Pond 11.17.95 

Paperboy .. 7.99 

Robocop 3.17.95 

Magic Pockets..17.95 

VideoKid....17.95 

R-Type It.17.95 

Bubble Bobble. 6.99 

Flood. 8.99 

Turican 1!. 7.99 

W.W.F. Wrestlemania.17,95 

Midnight Resistance. 6.99 

Robocop... 6.99 

Rainbow Islands. 6.99 

James Pond. 6.99 

Treasure Island Dizzy. 6.99 

Chuckie Egg. 9.95 

Dizzy collection....19,95 


ADVENTURE/STRATECiY 


Battleships... 7,99 

Kings Quest IV ..12,95 

Vulcan.. 9.95 


ADVENTURE/STRATEGY 


Omar Sharifs Bridge_24.95 

Heidmalt (1 meg) _ 22.95 

Knightmare.. 20.95 

Populous II 1/2 meg.20.95 

Populous II 1 meg.21.95 

Heroes of the Lance. 6.99 

Cruise for a Corpse.19,95 

Midwinter II. 22.95 


Railroad Tycoon (1 meg). 24.95 

Ultima VI. 22.95 

Hitchhiker’s Guide to the 

Galaxy. 7.99 

Elite.12.95 

Colossus Chess X. 7.99 

Shadow Sorceror.19.95 

Secret of Monkey Island . 19.95 

Sim City & Populous.17.95 

Another World.. 19.95 

Realms .. 20,95 

U.M.S. II .. 20.95 

Wargame Construction 

Set. 14.95 


EDUCATION 


Fun School 3 - u. 5 yrs... 17.95 
Fun School 3 - 5 to 7 yrs. 17.95 
Fun School 3 - 7 & over. 17.95 
Fun School 4 - u. 5 yrs ... 17,95 
Fun School 4 - 5 to 7 yrs. 17.95 
Fun School 4 - 7 & over. 17.95 


SIMULATIONS 


A320 Airbus. 24.95 

Silent Service II.. 24.95 


SIMULATIONS 

Flight Simulator II.. 

24.95 

Their Finest Hour. 

20.95 

Flight Sim II Scenery Disks 

Western Europe. 

12.95 

Hawaiian Odyssey_ 

12.95 

FI5 Strike Eagle II . 

22.95 

FI9 Stealth Fighter.. 

20,95 

ProFlight.. 

27.95 

Microprose Formula 1 


Grand Prix ____.... 

24.95 

SPORT 

R.V.F. Honda. 

7.99 

Lotus Challenge II ........... 

19.95 

Jimmy White’s Whirlwind 


Snooker. 

20.95 

Kick Off 2 ..... 

11.95 

Microprose Golf.. 

24.95 

Greg Norman’s Ultimate 


Golf .. 

7.99 

ACCESSORIES/UTILITIES 


Timeworks Publisher 2 ... 99.95 

Easydraw 2.29.95 

Quickjoy Megastar 

Joystick. 19.95 

Quickjoy Topstar Joystick 17.95 
Quickjoy SV129 

Footpedal.19.95 

Atari CX80 ST Trak-Ball. 14.95 

Stereo Master.. 29.95 

Zydec External 3.5" Disk 

Drive. 54.95 

Zydec External Speakers 32.95 


** - Inrorination readily available^ a^k for details. E & OE, 

Orders welcome by post, telephone or in person, .\ccetis and Visa both welcome. Pleaiie make chequeVpoiital orders 
payable to ‘Miles Better Software* and. If poiksible, give your telephone number when ordering 
Alt prices inctude VAT 17.5% and delivery is free in L-K. 

Ail goods ai‘e inspected prior to despatch. Prices correct at time of going to press 
Please direct any enquiries for the attention of Fred or Wayne. Thank you. 
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FLIGHT SIMULATORS 




'TAT-ty Ihif am I doing this ?" you 

think, as your heart begins pounding 
and your mouth suddenly feels like it's 
lined with sandpaper. But before you 
have time to ponder furtlier your atten¬ 
tion is caught by the Catapult Officer 
signalling full throttle''. You push the 
throttles wide and youj A-6 Intruder’s 
engines scream up to full pitch and the 
whole airerall trembles from Lheir fury. 
Your breattiJng becomes rapid and the 
sweat runs down your forehead and into 
your eyes, damn it! You blink It away, 
put your head back against the headrest 
and signal the launch. You’re knocked 
breathless as the catapult, fires and hurls 
you* your Bombardier/Navigator, and 28 
tons of intruder from zero to 145 knots in 
2 seconds. Once more you're lca\rLng the 
safety' of the carrier’s deck - bound for 
targets in North Vietnam! 

So begins another mission In Spectrum 
HoIoBjde’s latest flight combat simulator 
"Pilght of the Intruder', which simulates 
AS Intruder and F-4 Phantom flight 
operations in the Linebacker campaign, of 
1972 in the Vietnam War. 

The package includes a paperback ver¬ 
sion of Stephen Coonts’ novel after which 
the program is named. I found it very 
helpful to read this before using the prog¬ 
ram (If you can bear to wait that long!), 
as it helps set the scenario for the simu¬ 
lation. Also, aircrew members flying with 
you in the simulation are characters 
from the book, w^hich helps add extra 
'Yeallsm” and atmosphere. 

Also Included are two double sided 
disks (with single sided versions available 


from the suppliers 
If required): a re¬ 
production of an 
actual map used 
by a pilot on Viet¬ 
nam missions: ^nd 
a 214 page ring 
bound flight manu¬ 
al. This contains a 
mine of Informa¬ 
tion about flying in 
the Vietnam War, 
as well as the prog¬ 
ram's uperating in- 
slructions. 

TWO PLAYER 
OPTION 

I used a 1MB STE for the rErl^lew^ but 
Intruder will run in 512K memory^ if 
necessary. LMD Is recommended though, 
as several extra features then become 
avalJable, For Instance the graphics are 
better in side and rear views from your 
cockpit, more sampled sounds are used, 
a "Wdeo replay" of^rour actions can be 
run, and you can even link logether tw^o 
STs (using a null-modem cable) lor 
player operations. 

Intruder Is very similar In principle to 
most other flight combat simulators now 
available, but it does have a few unique 
features of its own. As with most other 
programs of this ty'pe you start by logging 
yourself into the simulation and giving 
yourself a name. You can assume this 
Identity' each lime you use the program, 
or use other names if you wish. The prog¬ 
ram records the progress of each named 
person on the "51erra Hotef board - 
otherwise known as a high-score table. 

You then choose the tyT^e of mission you 
wani Lo fly and attend a mis-sion briefing, 
where you're shown photos o f your 
targets and given the latest intelligence 

Your breathing 
becomes rapid and 
the sweat runs down 
your forehead ^ 


in forma lion about them “ and nearby 
enemy activity. "You ran also arm your 
aircraft uith appropriate ordnance from a 
wide range of dllTerent bombs, missiles, 
and other Items of aerial warfare. Wlien 
ready, you’re catapult launched from the 
deck of the USS Shiloh, an aircraft car¬ 
rier based at Yankee Station many miles 
oH shore in the Gulf of Ibnkln. All you 
have to do now is navigate to the target, 
achieve your mission objectives, and get 
safely back onto the carrier's deck! 
Hmmmm - easier said than donef Suc¬ 
cess earns you medals, promotions, and 
points for that Sierra Hotel board. 

BOMBER 
OR FIGHTER? 

There are three simulation options. You 
can elect to fly regular operations as an 
A-6 Intruder crew: ditto as an F-4 Phan¬ 
tom crew: or art as a Commander Air 
Group. There are thirteen different oper¬ 
ations to choose from, each of which can 
consist of several different Iniruder and 
Phantom missions. In fact there arc 17 
for the lutmder and IS for the Phantom, 
and for each you can set difficulty levels 
by changing various slmuiatlon para¬ 
meters. For example you could give your¬ 
self unlimited fue) or weapons, restrict 
enemy activity, or alter Lhe accuracy re¬ 
quired to destroy the targets. The mis¬ 
sions range from combat air patrols 
aboi^e Yankee Station; through taking 
out torpedo boats: bombing bridges, 
ammunition dumps, airfields; to "U^lld 
Weasel" raids to suppress SAM sites. So. 
there's enough to keep you interested 
(and busy) for a long Limel 

Intruder’s unique feature is that you're 
not fighting the war alone. You lly as part 
of a contingent of up to eight aircrafi, 
organised as four fllgiits of two Intruders 
or Phantoms, each with their own part to 
play in a raid. You could be on a bomb¬ 
ing mission and see Phantoms protecting 
you from cnem/MiGs, or Intruders 
attacking SAM sites to smooth your pas¬ 
sage to the target. Or you might lind 
yourself protecting an Intruder while It 
drops its lethal cargo onto some unfor¬ 
tunate piece of North Vietnam. 
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INTRUDER 


Some ol the inslni- 
mcnla have lilLlc in 
the way ofealibrEi- 
tioris on ihoni, e.g. 
the compass sliows 
only N. S. E, and W, 
aI. 50, 1 wasn't very 
kec]i on ha^lnj^ to 
sc:rn]l to a second 
screen to operate 
the Intruder'a 
weapons seleeLLon 
controls - although 
In real life this 
would be handled 
by the second crew 
member - the Honi- 
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Moreover. If you have a 1 megabyte 
machine you can switch to any parUei- 
patlng aircraft at any time and take over 
ronlrn], so you can always be In the thick 
of the action - wherever and whatev'er it 
may be! With a f>l2K machine youVe 
limited to just Phantoms or just Intnjd- 
ers in one operation, you can't move from 
one type to the other. ^ 


BE THE BOSS! 

Choosing she Commander Air Group op- 
Liori puts you in charge of operation plan¬ 
ning. Tills involves selecting the opera¬ 
tion's primary^ and sceondaryr targets; 
working out the best route; waypoint 
selection: aircraft selection (Phantom or 
intruder); aircrew selection from the list 
ofa^^ailable crews, each v^ith different 
levels of experience, fatigue, and compe- 
Lenec in dogfighting, ground strike; and 
Wild Weasel missions; and allocating 
separate missions to each aircraft. You 
also have to determine the timing for Lhe 
different aircraft involved - for instance 
you want to ensure the Wild Weasel 
attacks on SAM and AA sites take place 
Just BEFORE Lhe bombers get near them- 
Finally, y^ou can save Lhe mission details 
on disk for later reuse, before Hying the 
operation. 


CONTROLLERS 

Your aircraft can be controlled in sev^er- 
al ways, using the STs keyboard, mouse, 
ordiriajy joystick. Grai^ls MouscStick, or 
even one of those hideously expensive 
Aerochopper eontrollers. Sensitivity to 
control movement can be adjusted to 
your liking, but I still found control 
wrasn't really precise enough for easy^ 
accurate weapon deliveryr. Matters are 
imprcjvcd slightly by' changing the lev'oi of 
secncryr detail displayed (via the menu 
options). Less detail results in faster 
screen update and hence slightly better 
control 

The program’s graphics are reasonable, 
but not outstanding. I liked the aircrafts’ 
control panel displays, although the In- 
strumcnlation could do with more detail. 


bardi er / N aT-iga tor. 

Al maximum dcEall setting the external 
scenery shows Lhe usual 3-0 graphical 
representation of reads, rivers^ airfields, 
buildings, etc. All the expected viewing 
options are available too, so you can keep 
a good lookout all around the aircraft for 
enemy actl^1l;y^ You can also view your 
aircraft from any angle from the outside. 
Lake a ^^ew from a tracking aircraft. or a 
"satellite’s ey^e %1ew" from above, or ^1ew 
your home carrier, tlie USS ShilolL Oh 
yes. there’s also the mandatory' "missile’s 
eye \1ew'' of coui'se, If you insist on riding 
your missiles to their targets!' 

INCLEMENT 

WEATHER 

'I’he IntRider Is an all weather aircr'aft, 
and operations In Inclement conditions 
may be simulated. This results In. a 
"hazy" look to the scenery^ and a con¬ 
tinuous cloud layer at altitude. Climb up 
through the murk and y^ou burst into 
sunlight under a brilliant blue sky. You 
can also simulate night missions if 
required. 

nie program makes some good use of 
sou lid I n places too. Sampled sounds are 
used for engine noise and rarious other 
sound effects, such as radio chatter. The 
latter does become a little annoying 
though, as y^ou ean'L aelually make oul 
what’s being said and Qie same sample 
seems to be used all the time. The actual 
message text is displayed onscreen any¬ 


way, and you can turn the radio sound 
off if required. 

iTiere's no doubt the program is loaded 
with features, only some of which I've 
men boned here. Features alone don't 
make a good simulator though, and in 
fact I was mildly disappcslntcd v^llh In¬ 
truder. For me it was spoiled by its eon- 
Irol system, as I found it too imprecise 
when trying to line the aircraft up witfi 
targets. 'Ibe prngran) also has a few 
annoying design quirks, like having to 
switch screens to select weapons, and 
switch to an external view Lo change a 
waypoint. 

Overall it’s a good flight combat simula¬ 
tor spoiled by a few niggling faults. For 
me its attraction lies more in die historic¬ 
al interest, as It gives you ati idea of what 
Intruder and Phantom flight operations 
must have been like in the Vietnam War. 
This is particularly^ inje after reading 
Stephen Coonts' novel - assuming that 
the book itself is accurate, of course. 
Naturally, the program can't t-Mj-mmuni- 
cate the sheer horror of Qtat terrible t.'on- 
nict, but the book fills in at least some of 
the gory detail So, 1 give It a qualified 
thumbs up - after all I 5tfll enjoyed Itl 


fi/Gwrofmf/A/rwof/? 

Mlrrofsoff/Specirum HoloByte 
m99 

Reviewed by John S Davison 
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ARCADE 




S hades of Jean Claude Varidamme 
Larne echoing to me through tliis 
box set. The game Js set in a 
slightly forward rutiire in an under¬ 
ground existence of a no holds barred 
wrestling arena, it ia up in Lhe players 
(there ran be one or Lwo) to win their way 
Ihrough the ranks to become the ulti¬ 
mate hard man by beating the Ultimate 
warrinr hiniselh The game shows that ft 
has a great deal of pedigree with Its pack- 
aging, lur although a well-known coin-op 
flit the software comes wllli a souvenir 
programme and a fairly eomprehensive 
instniction set. It is this sort of packag¬ 
ing and backing Lhat makes Tengen one 
of I he more sLiceessful converters In the 
field. There is even the offer of T shirts 
thaL remember the tour. iTtis Is a game 
that has been produced with a rerlain 
sense of humour and style. 

Tfie players choose one of lhe three 
newcomers to the game who are depicted 
In strong mnrk sample graphics, each 
wilh a collcetion of special moves and 
advaniages. These lighters are: the Astan 
Ku k boxing Champion Ty with his spin 
kicks. Hying Kicks and roiindhotise 
punch, who Is fairly biittle but very fast: 
Buz^ the pro WTestler with strength and 
powder but lacking some speed, using his 
body slam, head buU and pile drivers 
and finally Kato Lhe I^irale/Kung Fu ex¬ 
pert with an array of Bruce Ice style 
efiecls. He is fast but even more brittle 
than Tv. 






Title: PIT FIGHTER 

Publisher: Tengen /Domark 
Price: £24.99 

Reviewer: Damon Howarih 


The players arc eon- 
tn}llcd by a multitude 
of joystick riiove- 
mciitsH which can 
lead to some com- 
fflands being misin¬ 
terpreted, More than 
OJlce my poor pawn 
iumed his baerk C3n 
the opponent rather 
than execute a spe¬ 
cial attack. Tile figllt- 
ers also have the op* 
tloii of picking 
vaiious Items up 
from the floor to 
throw at their rivals. 

Some suc:h would be knives, crates, kegs 
and e\rcntually motorbikes! S 
Each roLiiid of fighting has a ]3urse 
attached to it and at the conclusion of 
each successful bout the player receives 
prize money togefher with brutality 
bonuses and speed of uin tMinuses. 
liiese are graphically displayed by the 
fork liQ truck that lifts you tip for the 
adnlaLiort of the crowd. Tlie graphics 
seem to tia%^e been ported and. edited 
Irom ariother machine, f suspect a \Kl 
but all the same they are effective, wel] 
drawn and react well to the commands 
from t lie joystick. 

Every (bird round La a frec-for-ail in 
which the last one standing wins the pot 
This really boils down to being a bonus 
screen with a random fighter attempting 
to knock you over three limes. 
Perhaps at this slage some idea of 
the oppo-sititm would be lair. The 
easiest member of the bad guys to 
beat is The Executioner, basically a 
big slow strong type. If the player 
can dance around him then special¬ 
ly blows v^lll wn the game quite 
qtlicklVr Not a great deal more diili- 
cidt is lhe pnlilc and philanthropic 
Snuthside Jim, somewhat faster but 
ullh less brute power allows you to 
fight head to head without the play¬ 
er losing too much strenglb. The 
female of the group, Angel, is dan¬ 
gerous fast and lilbe. Alihough she 
is not strong she picks up items and uses 
them to great enhanc'cmcnL, a dangerous 
opponent and one to whom the o<ld life 
will fall. The next ttirec are all In the 
different degrees of strong and fast basic- 
Eilly olTeririg a great deal of punishment 
until the player masters his individual 
lighting style. iTie furthest I progressed 



was Chain Man Eddie the second rated 
opponent who ™uld absorb damage like 
a mascn:hisLic sponge and deal out dam¬ 
age like a bull clcphaiUr One day I will 
get a track at his boss but I cannot offer 
advice or thoughts abo\^e number iwo 
man. 

Tlie game plays with a great deal of 
black humour and relies on the effects 
and the arlwnrh lo maintain it’s impact, I 
somehow doubt it would feel quite so 
aLmospheric and exciting with little stick 
men tiydiig the n^oves. There is also an 
air of personalisation about the game. A 
player can become quite engrossed in his 
fate and some of the opponents can 
actually become grudge matches. Person¬ 
ally I disliked C. C. Fdder since my guys 
found tfiey could not outmanoeuvre bi.s 
throwing antlcs. 

This Is a martial arts game with a touch 
of class. It feels like Lhe Van Damme 
films and even sligfitly like the Every 
Whiezh Way movies. Sadly there are no 
Clydes to assist you but the characlerisa' 
Lion of the players Is strong and leaves 
room for motivation In tlie acl.ual players. 
I am actually soriy' to bave lo return 
this game I found il offered a pleasant 
release afier hard frustrating days at 
work, just the thing for digesting Christ¬ 
mas dinner withl I certainly suggest that 
Martial Art fans look at this, 

• SOUND AND GRAPHICS loud and 
smooth, tho Warrior oven sipeaka 

# GAMKPLAY - nonncdly well Mhai'/ed, 
quite addiciive tdttouqh some u>a(fs 
Jar disk 

9 OVERALL tc^H packaged and morth 
seeiiig. buy it and enjoy 
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ST GAMES ... ST GAMES ... ST GAMES. 


ULmE GOIF 


budget golf game, 
there's a novelty! This 
gtune was originally re¬ 
leased about three years ago 
and at that time was (.consi¬ 
dered to be state of the art. In 
those days it was coiiipeting 
with sneh old time classics as 
Lcadcrbtjard and It desenr^ed 
its actrolades. Today as a 
btidget game it stil] has some 
appeal^ although the presenta¬ 
tion now looks dceidcdly aged. 

On starting the game many of 
the n icet ies of golf games are 
presen l ed. Options for club 
selecction and Standard of play 
are, of eourse, fiiandatciiy^ and 
the Options for having weather 
effects or not is heipful for be¬ 
ginners, The game plays from 
the perspective of the playcr 
and allows the cJub sclcetiun 
Lo be varied and angles of 
suing to be alteredo Tlie game 
has many of the facets of cur¬ 
rent games, even Ihe names of 
players are databased to allow 


the player to moni¬ 
tor Lheir progre.ss. 

Tlic play of a shot 
bears a great deal 
of similarity to 
Ijeaderboard in¬ 
sofar as the mouse biUton 
activates the power meter and 
the suing meter. In theoi^' this 
allows the player to make vari¬ 
able strength shots ulth allo¬ 
wances for wind strength and 
direction. These playing 
mechanics are strong and 
make a playable game. Sadly 
the graphic quality of the 
game leaves a little to bc 
desired. 

Even it the age of the soft¬ 
ware is allowed for the quality 
of the course is poor. For some 
reason the programiiiers saw 
fit to have the whole course 
divided Into squares thus giv¬ 
ing the impression of driving 
into a chess board. This is 
both distracting when playing 
and also makes aiiy in^^olve- 


ment in the game that much 
harder. Although I would 
agree that a grid on the green 
can prove advantageous. I can 
see no point In grids across 
the fairway or even in tlie 
rough. Tlie squares also make 
the perspective on the (rtjurse 
most peculiar and some optic:- 
al illusions are available 
around the game. 

IL is most disappointing to 
see a game that showa such a 
great deal of golfing entertain¬ 
ment slip up on the graphical 
style but sadly tliat ia one of 
the main parts of any golf 
simulallon. I enjoyed the in¬ 
terface but could not live with 
the square board style of 
course. Have a look yourselves 
It may not worry^ you as much. 





FACTS 


Titfe: ULTIMATE GOLF 

Publisher: G.B.HI. 

Pice; E9:99p 

Reviewer; Damon Howarth 


SIGHT & SOUND 


the soumS was not foo msmor- 
aWe bwf was Oi^sequatm, th& 
spfiiBs were fine ihe course was 
not 


GAMBPLAY 


WcnctOffui cmfrais and good 
support from me manual, buf 
mass SQUAPFSm 


VERDICT 


Not O lM3(i game, there pro fof 
Pefiof versions of m» full price 
end of tho markoi if you want 
to pay twice os rntrc/i 



FACTS 


Title: RESOLUTION 101 

Publisher: 

Pice; £7.99p 

Reviewer: Damon Howorth 


SIGHT & SOUND 


ffoJh complefnani each oihor, 
very sfreng grophica! cor^isnf 


GAMEPLAY 


Put nssdmg same 
pmcflce to ensure good rmsuits 


VERDICT 


When it was n®w tt was good 
now if H budget it is unmissatie 



policy' from clone 
makers and thus 
the restart prob¬ 
lem is avoided. It 
is possible to load 
and save poaitiema and even 
upgrade the weaponry at suit¬ 
able intervals. 

The use of digitised graphics 
lo display the bad guys and 
your chief adds a realistic 
touch LO the futuristic comms 
panel in front of you. There 
are sound efi'etyta and music 
tracks that keep the game 
moving with a good audio sti- 
mulatlon and the use ol filled 
3D graphics In the style of 
EliLe adds a touch of early vir¬ 
tual reality to the concept. The 
easy ac.'ceptance of the control 
modes makes the craft a plea¬ 
sure to fly. 

In order to progress in she 
game U Is up to the player to 
shoot and destroy drug run- 


T his is a thinking man’s 
3D shoot em up and 
still well worth the 
effort of getting to know. The 
player takes the role of a eon- 
vicled criminal In futtirlstie 
America. The area Is mer rtin 
by drug dealers and llielr vio¬ 
lent herlehincn and thus by 
vlrt u e of Resolu tion 101 yoi], 
the criminal, will be given a 
chance of redemption it you 
slop these people. 

The game ooxes the class of a 
niEistcrpiere. 1lie window 
shows ihc ilew from the veht- 
cle you drive complete with 
the COmmurllcatfons de\1ce§ 
that are so necessary' to spe^ 
cial police such as yourself. 
The premise is that you have 


received a five lives insurance ners and collect their canis¬ 



ters thereby obtaining cash 
bonuses and scoring points. 
Every' so often the gang bosses 
themselves will appear and it 
IS possible to make even larger 
profits. Even the had guys 
have Insurance though so it is 
necessaiy to despatch them 
three times in order to bring 
them to their final justice. 

This fs a game with a greaL 
deal of action and an eventiul 
turn sequenre. Even the sky 
goes dark and issues forth 
with lightning just before the 
had guys make Lheir play. 
1’here has been great attention 
to detail In the game and it 
certainly deserves its second 
erhonre in the market place. 
This is a good value budget 
game that I would be happy to 
recornmerid since il combines 
a strong shoot cm up with a 
fairly elTecdve driving game. 
One game that does pass the 
test of time.. 
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Paul Rixon*s 


WORLD 



Mien computers ujere Jirst intra- 
duced in the ofjfJce umrfc pioce, they 
were Justified by tfie notion fJwit their 
prest'nce looutd eifminate the need 
Jbr so much paper - a paperless office 
was ‘jitsi on the horizon’, 71 ien along 
came the printer... Anyone leho 
LL'orics loifh computer systems focfay 
LuitJ knoLo that they one seemfnyiy * 
insatiabie consumers of paper. While 
theory suggests it's possibie to man¬ 
ipulate text Loithin a tuorci processor 
before printing out a single final 
copy, tite reality is that the mere pre¬ 
sence of a printer is an invitation to 
'see UJhof it u^iil look like’... leith 
every minor alteration! Printers are 
increasingly more affordable and 
abfe to pnocfuee a high quality output 
- their usefulness is only limited by 
the software auaitoble to driL’e them. 
In the Public Domain there are num¬ 
erous utilities and applications of in¬ 
terest to printer users, Just a few of 
which are the feature of this issue's 
PD World. 


PRINTMASTER 

Unison World’s F^liitmaster 
achieved an enthusiastic foJIovLing 
among ST users^ Just as Brnderbund's 
Print Shop was a massive hit for the S-bil 
AtarlSr The common functionality of 
these programs is the construction of 
posters, cards, banners arid other prin¬ 
ted slationci^^ using predefined Icons (or 
pictures), fonts and border deslgsis. Own¬ 
ers of Printmaster (or Prfntmastcr Plus) 
can further expand the vanet>^ of possible 
designs using files from the PRINT- 
MASTER COMPANION Ip 2, 3 and 
4 . llie first disk contains literally hun¬ 
dreds of new icons and doitens of new 
borders to add to your existing collection. 
1'he second disk has many, many more 
plus several related utilities. The icon 
Program Utility v-lll let you transfer 
graphics from Printmasler to Degas for¬ 
mats and vice versa. This means you can 
Import the pictures as clipboard files into 



H r 


Just a Jifw oj thoLtSarlds qf 
Printmaster icons Uuniiabte 


iruduces a myriad of possi¬ 
bilities. by enabling you to 
obtain print-outs from those 
applications that don't have 
a specific NEC driver. Else¬ 
where on the disk you’ll llnd 
a printer set-up program 
and a cusLotti downloadable 
font designer. Unfoi'tunate- 
ly^ most of the programs 
fand the tnstnjctinns) are 
written in German so a fair 
amount of cxperLmcTitation 
will be required. Still, if you 
own an NEC it will surely be 
worth the elTortf 


# 4 


A LASER? 


Publishing Partner or otlier DTP 
programs. 

With so many new icons you may be 
wondering how to ktx^p track of them all - 
the answer is to use the Printiiiaster 
Cataloguer. This prints ail alphabetically 
sorted catalogue of icons, seventy per 
page, viith a contents list. You can 
the output on your monitor or dump it to 
an Epson or Atari compatible printer. 
With almost five hundred, icons in cacti of 
the third and fourth Printmaster eom- 
panions. these disks arc an invaluable 
supplement, tfyou use Printmaster, tiy 
not to be without them! 


GOT AN NEC? 

Some disks are aimed specifically at the 
users of a parlicular make of printer. No 
prizes for guessing who might benefit 
from the NEC UTILITIESf Tills Is a 
tyqiical collection of goodies. Firstly 
I here's a patch for the Alt-Help function 
so thaL screen dumps can be made on an 
NEC P5, re or P7 printer (presumably 
others too). It lets you choose Lhe size of 
the dump, from a tiny square to a large 
sideways poster. The Epson Emulator lii- 


If you're lucky enough to 
have your ST connected to a 
laser printer, the Public Domain Is an 
excellent source of practical assistance. 
LASEKBRMN EPSON EMULATOR 
Is the essentia] acquisition for users of 
the Atari SI-MB04 laser, which would 
normally require a unique driver to get 
along with popular software applications. 
Once Laserbrain has been Installed as a 
desk aeceasory, it intercepts all output to 
the printer port ajid redirects it to its own 
buffer. Here It’s converted from the sLan- 
dard Epson codes into a format that's 
appropriate for the Atari laser. It can also 
make certain enhancements, such as en¬ 
larging or reduc.lng the overall size of the 
graphic output. There is fulf support for 
the Alt-Help screen dump routine. The 
program originates from Germany but 
comprehensive English instru.elioris arc 
supplied on the disk, which is rounded 
off with some fonts and drivers Ibr the 
packages Wordplus and 1st Word. 


.. OR A LASERJET? 


HP LaserJet users haven't been forgot¬ 
ten r Just take a look at the HP LASER¬ 
JET UTILITIES di.sk! Envelope.Acc 
allows you to address and print en- 
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velopcs fn>m within any program (such 
as your word processor} providing il has 
access to desk accessoTles. After calling 
the Envelope routine you are asked to 
enter your own address and the recl- 
■ pienls address, each comprising up to six 
lines of forty characters. Feed an en¬ 
velope into your printer, select 'Print' and 
hey presLof Meanwhile Jet Label Is a 
laser-label printer that specialises in 
printing data on multi-column sheets of 
labels - an ability that seems to be lack¬ 
ing from many ST applications. The label 
text^ from one to live lines, is automatic¬ 
ally centred. Different pitch sizes can be 
used. Since the program utilises the HP 
command set, it should be compatible 
uitli the DeskJet, DeskJet Plus and other 
printers that use ttr You can enter the 
data from an ASCII file (output from your 
database, perhaps) or individually \da the 
keyboard r Finally, Pretly Print Is a simple 
utility^ that prints any textual file using 
soft fonts with your laseijet. Soft fonts 
are those that are loaded into your prin¬ 
ter and therefore contain a complete de- 
scriplicjn of how each letter will appear 
when printed. Onoe a font Is loaded you 
can print files using the normal text 
printing commands, so there’s an 
obvious speed advantage over the 
graphics mode techniques of most DTP 
software- Two fonts - Camelot and Candy 
- are supplied on the disk. A hint for HP 
DeskJet owners Is to check out HP DE¬ 
SKJET UTILITIES. This has a similar 
content to ttie LaserJet disk - there’s an 
envelope printer, a disk directory^ lister, 
various drivers and fonts and a boot con¬ 
figuration program. I canT say for certain 
if they work, but they do look useful! 


SOME GENERAL 
UTILITIES 

No matter what kind of printer you own, 
you're certain to find something of in¬ 
terest among the PRINTER UTILI- 
TIES. First up is AW^Preset. a program 
(or desk aecessory) that lets you set the 
many attributes of your printer. Unlike 
other utilities of this kind it doesn't make 
any assumptions about the attributes 
you might want to set or the way in 
which yo-u might want to set them. This 
means it ran he used with ANY make of 
printer, pro\iding you know tire neces¬ 
sary codes to define a table of possible 
options. Tlie program reads this table 
and automatically builds a series of drop¬ 
down GEM menus to help you select the 
features you want. There are ready-made 
tables included for Panasonic, HP and 
Oki printers plus full details of how to 
construct your own. ScrDmp24 Is a re¬ 
placement for the Alt'Help screen dump 
function. It's Intended for 24-pin models 
and takes full advantage of the Improved 
print qual^ty^ unlike Atari's standard 



Doulit Strike 




Paper 
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Lefl - Ful? coritrol oLw^r 
your printer from 

the desktop ... similar 
programs are aoailable 
far most printers 

Beiaw - Printing one ofr 
labels can be a breeze 
u-'Ph the right program 



offering. You can change the 
scaling and optionally send 
the output to disk. You can 
also choose either land¬ 
scape or poitralt formats 
and save the Initial defaults 
Into a boot“Up conflguralion 
file. The Penultimate Printer 
Setter Upper is another util¬ 
ity tliat's used to establish 
the various settings for your 
printer, but this time if s for 
Epson compatibles only. 

You can choose almost any 
combination of fonts, line 
spacing, page sizes, margin 
settings and other features 
offered by your printer. There arc two 
related programs - one to select the prin¬ 
ter settings and create a defaults file, the 
other to switch between multiple default 
files on a single disk. Rounding off the 
Printer Utilities disk you'll lind even more 
printer set-up routines, specifically for 
owners of Star N1524-10, Gemini lOx and 
Panasonic 1091i hardware. The Gemini 
options include an ‘ultra tiny’ print mode 
that somehow manages to cram twice as 
much Information onto a page as stan¬ 
dard condensed printing. I discovered 
this worked perfectly with my Panasonic 
9-pln printer, 

ANBW 

CATALOGUE 

There are literally hundreds of disks in 
the Page 6 ST Lihraiy and they’ve all 


been thoroughly tried and tested to en¬ 
sure they meet the demanding standard 
required for acceptance. Ifyoud like to 
find out more about all of Ihe disks cur¬ 
rently available, you'll be pleased to know 
that the new Page 6 ST Library^ Catalogue 
has [at last!} arrived. Tills sixty-page 
booklet contains a full description, de¬ 
tails of sj^stem requirements and a byte 
count for every disk in the library. It's 
divided Into topical secUons (in a similar 
style to the regular library updates) and 
Is Indexed on both names and reference 
codes. When you buy the catalogue you 
also get a copy of the PAGE 6 CATALOG 
DISK, and a voucher that you can use lo 
claim back your money when you order 
your first three disks. The good ne^^s 
doesn't end here, as the price of PD has 
now got even cheaper (what happened to 
Inflation?). If you buy five or more stan¬ 
dard disks you can now claim the spe¬ 
cially reduced rate. There's never been a 
better time to explore the PD World! 


HOW TO GET THEM 


Ttie tffafcs ;n PD Wotid ctm be obtained ffotn Ibe PAGE 6 STtIbrary. When referring to a 

apecllfe disk, pheae use the unique reference code tor tdenilflcatton. A printed catalogue 
describing ali the Ubfeiy disks in deiaff Is aveltabte from PAGE 6 at a cost of £1,95, refundable 
against the first (Ssw disks ordered. This inciudss a copy of THE PAGE S CATALOG DISK, wtilcb 
Is bthetwise priced at £1. Disks featured this issua are: 


Srm ■ PRlNTMASTEft COMPANiON 1 
STt4i ■ PFtINmAETEn COMPAHION S 

ST21S - priutmastep companion 3 

ST216 - PRfffmASrEft COMPANION 4 
sr3l7- LASERBRAIN EPSON EUtULATON 


Staao-NECUTIUTJES 
GTS3S - HP LASERJET UTiLinES 
STS39 - HP DESKJET UTiUTiES 
STASi - PRiNTEn UTtUnES 


Pf/ces tor atattdard tiiska are E2.SS each or £2.50 each tor Hva or more. 
Write to PAGE S, P.Q. Box S4. Stafford, STie 1DB 
Tofephona 0785 213928 or FAX 0785 54355 with credit card orders 
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EDUCATION 





llic orii^nal data 
Heids fjr adding 
caniplclely new 
data. Up to four en¬ 
tiles each of up to 
17 screens or noi.es 
can be added lor 
each conn try H eilher 
kcyed In direetly or 
imporl ed from a 
word processor in 
ASCII Ibrmat, You 
can even add your 
own DEGAS format 
pictures to supple¬ 
ment the text. 


T his eduoaLional program origin¬ 
ates fforii Canada, but Is sold in 
the UK by Gralin International 
who advertise regularly in this niagazirie. 
It’s unusual in that it's aimed at a much 
older age group than moat edueationaJ 
packages - no age guidance is given, but 
I can Imagine it being used by virtually 
anyone with a general interest in world 
geography. 

Ft was developed using the Maps and 
Legends utility package from Antic Soil- 
ware (remember them?). Ft's supplied on 
one double sided disk, with a single sided 
version available on request if required. It 
nins on 512K ST(H:ii’s or TFs in either 
medium resolution colour or high resolu¬ 
tion monochrome. The package also in 
eludes a helpful 20 page instltictlori 
booklet. 

Basically it’s an elecLronic world atlas, 
but Its potential goes iiiueh further than 
IFiis. It trontains maps and details of 
countries in Kurope; the Middle East; 
Africa; North. Central, and South Amer¬ 
ica; plus a World Overview. The USA and 
Canada are also covered at the iridi\ddual 
state level, eacFi ol which Is tFieri treated 
like a separate country. It's possible to 
select a couiitry/state on the map using 
the mouse and then list various facts 
about it. '[’hese include details on its 
capital, population, languages, religions, 
ajid statisLics on health, education, 
wealth, ar^id other topics. You can e%^en 
listen to the national anthems oJ 30 of 
I he countrlest 

You can also store your own data in the 
program's database, either by modifying 


A QUIZ 

The program also has a number of quiz 
and data comparison facilities. The quiz¬ 
zes ask yoti to locate countries on the 
map using the mouse, given either the 
country name, IFle name of its capital, or 
just facts about it from a chosen data 
category^ (e.g. population). 

Tlie ''comparison" facilities operate on 
the numerical Fields in the database, 
allowing you to obtain answers to simple 
'size'* questions, such as whicti country 
has the largest population, or the smal¬ 
lest defence budget. You can then quick¬ 
ly acrc:ess all the otFicr data about that 
cou^L^y^ once identilled. Tliere's also a 
''search" focllily, whieJi allows yon do 
things like identifying all countries In 
w^hlch French is the main language, or all 
countries whic h spend more than 5% of 
their GDP on defence. 

Y 01.1 can also ask for comparisons be - 
Lweeii countries based on a chosen 
numeric data ileJd, cither as one country 
against the rest, or all countries against 
each other. "I’he results are presented in 
two forma, cilher graphicaFly as a map 
with eacFi country sliaded depending on 
the value in the chosen Held; or in tabu¬ 
lar form where each coiintiy is listed 
along with tfic chosen data. Ttic table 
can be sorted alphabetically by countTy 
or numerically by data value. For inst- 
aiK'c, you could produce a list of all the 
countries in Africa by population size, 
if this isn't enough for you the instruc¬ 
tion booklet also lists three aceessoiy 
disks for use witli this program. The first 


contains additional maps of the Middle 
East: Eastern Asia and Islands of the 
South East; the Caiibbeari; and Austra¬ 
lasia, The second contains the national 
anthems of every country In the world. 
Tile third one is a "eonslrrictlon scr, 
allowing you to Import your own DEGAS 
format maps and create associated data¬ 
bases to use with them. This makes LFic 
basic program completely open ended so 
you really can modify Ft to suit any 
purpose. 


ZOOM IN 

Tlie maps only show eountiy outlines - 
don't expect to see cities, rivers, or other 
such geographic details marked as tliere 
aren’t any. Even so, the graphics are still 
fairly detailed and are sometimes diFTsciilt 
to see clearly using a TV, althoLiglri 
they’re Fine on colour or monochrome 
monitors. Th^. latest vcTsion of the pnig- 
ram includes a zoom function, whlcFi en¬ 
larges any chosen section of the map 
maldng the smaller countries easier to 
see If there's enough free merncTy (he 
world map screen also Includes an inset 
of a roLating world globe. 

Use of sound is limited to a chorus of 
"Around (he World" on the progi'ani’s title 
screen and tliose naUona] anthems. In¬ 
cidentally, you only hear a few bars of 
each anthem, not the wFiole thing. The 
music is pleasantly handled using mul- 
Lichannel chip sound though. 

In summary, this is a neat little program 
for those interested in world geography, 
and the fact tliat you iran modify its con¬ 
tents to suit your own purposes widens 
Its appeal further. Tlic review copy did 
exhibit the t>ccasional bug or two, but 
these didn't really detract Irom its 
appeaL Overall, I liked Geography 'I'utor 
and consider it good value for money. 


GEOGRAPHY 

TUTOR 

Gralin Infernationol 
$12,50 

Reviewed by John S Davison 
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ST GAMES ... ST GAMES ... ST GAMES. 


MINDBENDER 


M lndbender is a fiame 
with a totally dilTe- 
reinL slant to any 
other I have seen. The game 
seems Lo have had some Suc¬ 
cess in the U. S. and accord¬ 
ing to the box blurbs great 
success on the Amiga over 
here, [t Is one of those games 
that sounds simple but be¬ 
comes most complex in play . 
Simply put it is a matter of 
diverting beams of light or 
magic through various staging 
posts by ttic imaginative use 
of refractive shields held by 
courageous gnomes. Once the 
story that accompanies the 
game ts read the reasoning be¬ 
comes quite clear. 

Ihe great wizard McrDuttin 
has discovered that magic 
spells follow^ the rules of light 
refraction and thus intends to 
revolutionise spells with his 
shooting round comers abil¬ 
ity. Sadly if the refraction Is 
wrong the power generator 


surfers immense 
feedback and ex¬ 
plodes removing 
die wizard, castle, 
helpful gnomes 
and all. 'this pre¬ 
mise sets the tone; for a dilli- 
cult one or l.wo player game 
t-hat contains a great deal of 
whimsy amidst its braLn 
teasing. 

Ttie game allows you to name 
teams for subsequent, league 
play and maintains the high 
scores for the sfime end. It is 
possible to edit levels in the 
game Dianaging I.d keep the 
novelty stretching lurQicr Still. 
There seems to be a pcrs'erse 
sense of fun in placing gnomes 
with mirrors in the pat It of 
hurtling death rays only to see 
them splatted from behind 
since the reflective wall was 
forgotten. It is a necessity to 
use forethought in the game 
as the "suck it and see” 
method becomes doomed to 
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faUure alter tlie early levels 
since there is Just not the time 
to adjust mistakes as the 
power feeds back on itself. 

Sonlcally the game is adequ¬ 
ate and docs not distract the 
player from his eonceilLra- 
tioris. Perhaps the only bad 
point is that it tises such 
small graphics. Had the 
sprites been larger then a 
touch of cartoon effect may 
have been achieved. ITits may 
have reduced amount of mir¬ 
rors and obsliicles bul would 
impniivc I Is immediate atten- 
i.lon grabbing potential. Tfic 
screens arc busy^ at times re- 
rainiscrent of a manic pinball 
table, and leave the user with 
the Oireat of eyestrain from 
excessive play, but 1 liked itt 


FACTS 


Title: MINDBENDER 

pJbli3^er; G.E.H, 

Price: S7.99 

Reviewer: Domcn Howarth 


SIGHT Si SOUND 


Whaf jound there 1$ Is adequ- 
afe and supporfivs, ttm 
graphics am lOO smofi Oiteif 
cokiurhj! 


GAMEPLAY 


Chatferyging and easy fo con^ 
froJ, oniy slightly marred ty the 
smaiiness of the sprites 


VERDICT 


OfiginaIrtY atxjunds and it is 
weit worth waidng at this geme 
to get the best ovt of it 
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FACTS 


Title: JAMES POND 

Publisher: G.B.H. 

Price: £7.99 

Reviewer: Damon Howarth 


SIGHT & SOUND 


Spot FX tirre althoijgh the music 
is weakish, the grc^ics moke 
up for It oil though 


GAMEPLAY 


Smooth, funny and responsive, 
no probtems at ati 


VERDICT 


euy it* Buy ifl buy if! 



~m JAMES POND 

UNDERWATER AGENT 


I ntake no apologies for re¬ 
viewing this game again, 
it is probably one of my 
all time ST favourites. Like his 
namesake 007 this Is a secret 
agciU whose exploits can bear 
repeating many fold, llte re¬ 
lease of this at budget price 
the sam time as l.he sequel 
Itobocnd should not be seen 
as competition as they are tot¬ 
ally diri'crcnt games. 

James Pond is a unique 
aquatic look at the platform 
world. For those not In the 
know, James is a sea going 
Cod a playfish of MIG and a 
prelly sirong sprite. This fish 
secret agent most stop seweral 
disasters oceiirring and on the 
way defeat the evil Dr. Maybe, 
(a villain of uncertain intent]. 


Eaeh of the twelve 
missions bears a 
name that relates 
to a certain other 
agent’s films: for 
example View to a Splil in 
which James saves aquatics, 
from oil slicks or f^ak and 1^1. 
die vrhlch needs the plucky 
sprite to plug oil tankers. 

James is rnkjurful and very 
smoothly animated, his 
screens and backdrops are 
equally well thought out and 
the various enemies and allies 
are humorously presented. 
James’ only weapon is his 
ability to blow encasing bub¬ 
bles from his moulh and these 
bubbles then need bursting lo 
obtain rewards and bonuses 
as well as putting Qte opposi¬ 
tion out of commission. 

Tine screens each have a time 
limit In wlilch to fulfil the fask 
set the agent and quite often 
these quests need items that 


have been found on earlier 
levels, I these can be taken and 
kept at his underwater house 
for subsequent use). Each 
screen has a myriad of hidden 
entrances to enable all I he 
variety of bonuses lo be 
obEalncd be they the letters of 
James' name or teapots of life 
restorer or Jack Daniel’s bot¬ 
tles to make him sleepy. 

James Pond ts an arcventiire 
With a sense of humour and a 
logical progression. Ills not 
always necessary 1ii this game 
to go through the levels in 
slricE order so if ever a lewd 
keeps beating you try^ a dillc- 
rent screen first. One of the 
most important objects to flnti 
- is the air helmet which allows 
James to stay on land much 
longer and thus complete 
some trickier missions. 

This remains my IkvcuriLe 
areventure and I cannot re¬ 
commend It highly enough. 
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ACTION 


RACE DRIVIN' 



T hose, of you that have been 

around a bit will no doubt be 
aware of the fact that there have 
previously been two other Hard Drivin' 
type games. All of these have been con¬ 
verted from the Atari arcade originals, 
and, funnily enough, they’ve all looked 
almost identical r 

This latest in the series is nc3 different at 
all! ft's basically a 3D point of view, poly¬ 
gon type, racer where you niUvSt get 
around a bunch of obstacle filled Lracks 
in the quickest possible time. Wo marks 
for originality of conceptf 
The game Is divided into three separate 
courses which range from a super stunt 
track, an AuLocross type thing, and a 
speed track. Basically what this gives 
you is a choice between twisty tumy up 
and over bitSn bumpy lumpy bits or 
speedy speedy bits. 

Of all the courses It Is without a doubt 
that the stunt Lrack comes off best. It is a 
great test of your driving skills and incor¬ 
porates all manner of truly ludicrous ob- 
staclcs including loop the I oops. Jumps 
and corkscrew sections! IPs all fairly hair 
raising stuff that involves Just slamming 
your foot do^vTi and tiylng to stay on the 
track. 

The options section of Race Driviii’ is a 


Title: RACE DRIVIN' 

Publisher: Domark 
Price: £29,99 

Reviewer; John Dovison Jnr 


particularly impor¬ 
tant seciion and it is 
here that you can 
choose which t>T>e of 
car you are going to 
negotiate the track 
with. First off there’s 
the Sportster, a 
tough resilient all 
rounder with decent 
acceleration and 
speed. Next, we get 
the Roadster, a real 
•stickler for comers 
and finally the 
Speedster (really ori¬ 
gin^ names aren't they?) which Is a real 
high performance jobby that only real 
men can handle (ahem). 

As well as selecting the basic type of car 
you can also decide whether you want 
automatic or manual transmission, 
power steering or sluggish yucky steering 
as well as whether you want w drive with 
Lhe mouse or the Joystick. Well that’s all 
the options, so what is it really like then? 
Well, as with all racing simulators of 
this type it can get a bit sluggish when 
there's a fair bit on the screen. This does 
tend to get a trifle annoying as you find 
yourself wobbling about all over die place 
because the screen update can't keep up> 
On the stunt track this is especially 
annoying as It requires some fairly 
line steering and you can often find 
yourself careering through Lhe air 
towards a nasty crashf 
The presentation of the game really 
Isn’t all that bad on the whole, but 
as usual with this t>pe of thing, it 
could be much better If It were on a 
machine that could really cope with 
what is tiylng to be done. That isn't 
to say that there's anything iMTing 
with the ST, it’s Just Qiat the arcade 
original was a 32-bit affatr with a 
load of custom bardwrire, I’rying to 
keep up with that is asking a bit much! 
You do get a nice cartoony type Intro 
sequence when you boot the game up 
though, and this is all veiy nice with 
some gorgeous animation. It doesn't real¬ 
ly add anything to the game, but so what 
eh? It’s nice Isn't it? 


** a competent 
arcade 
conversion ^ 

On the whole I thought that Race Drivin' 
was a competent arcade conversion. It 
doesn't exactly excel In any department, 
and it is a bit sluggish. However If you 
were absolutely crackers on the arcade 
version Pm sure you'd want to check U 
out. If you’re searching for the definitive 
3D racing game though, I suggest that 
you have a peek at Mlcroprosc'a F1 
Grand Prix which be nut round about 
now! 


• SIGHT AND SOUND -Not had reaUy, a 
bit on fhe average side iii the sonics 
department, and the screen refresh 
rate is nowhere near quick enoirgh 
really 

S GAMKFLAY - ffersonuUy f didn't reafly 
en/oy it all that mucih. The sluggish 
resporrse, coupLed with the siouJ 
graphics made it more infunn.tmg than 
anything 

® OVERALL - llaoe a look ojijd see u^hat 
you think- Personally, I don't think it’s 
wortti itw ludicrous oskiny price ,,, but 
you never knou) you might appreciate 
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THE 



COLLJJVtrM 


In which 
Dion Guy 
brings you the 
latest news 
together with 
two great new 
programs to 
enhance your 
STOS listings 


A fter last issue's sudden arrival of 
STTOS 3D and Creative 
Diingeoneering, the STOS scene 
has again gone extremely quiet. Still, not 
to worry - the STOS column is here to 
bring you some more lovely listings! First 
thought a little bit of news. 

Since last issue's review of CREATIVE 
DUNGEONEERING (CD), it has under¬ 
gone a major overhaul. Now, Instead of 
using STOS Basic routines for dealing 
with MIDI data. CD uses the STOS MIDI 
extension, llie result of this being that 
CD is now much faster in dealing with 
data, which allows It to cope with more 
complex tasks. An>Tvay, the point is that 
CD is now even better than It was and is 
an unmissable piece of software if you 
have access to a ST MIDI setup, CD 
should be available from all major PD 
libraries by the time you read this. 


READY TO TYPE? 

Now onto the listings, ^Hiere are two 
featured In this issue, JOlKKR aiid 
FLASHY PROGRAM LISTINGS 
CRFATOR (FPL), Both are written 
by that multi talented programmer, 
Bruno Azs^am. Here Is a description of 
what each one does. 


JOINER 

This program takes MDK compacted 
screen files and places them one after the 
other into the same memory bank. The 
number of pictures you can store de¬ 
pends only on your STs memory space. 
This program is incredibly useful as nor¬ 
mally you could only store a maximum of 
15 compacted screens in STOS at any 
one time (and then you wouldn't have 
room for sprites etc.). Now you can haw 
as many screens as you want [memory 
permitting} in one bank, thus freeing up 
the other banks for other things. 


After typing in and running the prog¬ 
ram, use the fileselector to load two MBK 
screen hies. Make sure you only, load 
compacted screen MBK files, as any 
other type of MBK files will ruin the 
w^hole process and you will have to start 
again. After you have loaded two files in 
you can then choose whether to add 
another file or save what you have done 
so far. Press L to load another file or S to 
save the current bank of screens. 

When Save is selectedp a flleselector will 
appear. Use this to save the screens 
under a fUenamc with the 3 letter exten¬ 
der rGBP, Then the program will save two 
files - the compacted screens bank and 
an .ASC file with the same name as the 
-screen bank file. If you now quit the 
JOINER program fpress Q] and go to an 
unused program area, you can load in 
the .ASC file. The .ASC file Is actually a 
Basic program that the JOINER program 
has created. The .ASC file simply dis¬ 
plays the packed screens and is an ex¬ 
ample of how to access any screen in the 
bank. 

To load the ASC file just treat it like a 
normal .BAS file. The .ASC file loads In 
one line at a time onto the screen, unlike 
a normal ,BAR file, but when it has fin¬ 
ished loading you can list, run and edit It 
as a nonnal ,IMS lilc. If you run it the 
program will load in the compacted 
screens bank and display al] your 
screens in order, while waiting for a 
keypress between each one. If you list the 
program, you will see how to display a 
screen from the bank. You can then use 
the display routine in your own 
programs. 


FPL 

Using this program you can make your 
FilEM statements stand out by using in¬ 
verse, underlined! or shaded text. This 
program will also let you have a line 0 In 
your programs, FPL looks for codes In 
your programs and converts them into 
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rem *** Eifil-! Cairp acted Stf etrn Joiner • by tjr unO' Azzara CpEfP' 

Z0 key ai i : rtipde 1 : cure off 

3-0 dim PPTi ( 1 for A=0 to 3 : F'FcTJ" fA> s nei^t A 

40 ddt^ -Select fir&t MBf: f i 1 e“ ^ " Eel ec t second MPK f i 1 e" ,So) t ne^: t M&K file 
to add. “ ,Sav«r Joined banl s ba-& ^hCJF'P.*' 

^0 EXT$='^*-MBt/' E MLIM=2 : FUNC*-’^^' : palette ^0 , i J00 , i:30 + 1777 

70 re-m ^et up screen ti**- 

e0 locate 0,0 s paper 1 s pen -7- " print spaced ^80) s hcmie e ce 4 i 1 :r-e *'M&S=.. 

Compacted Screen Joiner - by &ru,nQ A^is^ara ‘PI GBP'" 

90 papiz-r 2 s pen *5 t locate 27^11 r priiriit “U ~ Add another MBK file-'’ 

100 locate 27^13 : print *^S - Save the Joined bank-'^ 

U0 locate 27 , IS ; print "Q - Ai>ort program. 

120 : 

130 rfiim Load first MBK -Files *-n 

140 NG=0 s gosub 520 : F11 = load Gt,5 

150 ND^l : gosub 520 f F2S=Gjt e load G^,6 

160 i 

170 rem *** Main bit 
180 repeat 

190 locate 0,1 I paper 0 : print space* (79) e locate 27,1 e pAper 2 : prir^t 

Fl* + ‘' ■ "-i-F^t 5 pAp«r 0 s pen 3 

200 rem **■* Join tbs? hanks 5,6 Ld 7 **■* 

210 re*erve as data 7 , ( 1 enqth ( 5>1 ength ( 6 5 ) 

220 copy start t6) , start <6? ^length (6> to a tart C 7 >-i^l ength (5> 

230 FUNC*=FGtJC*+"'”'^+str*Uength S5> ) <scr-”+5trt thiUll) "+’‘) '' 

240 inc MUM : paper 0 t clear key 

250 1 

260 re-ffi Read the keyboard *** 

270 k*=upper*(inkey*) i if Kt=“" then goto 370 

200 if nDt<K-f»“L*' Dr or K*=''n’') then ball ; gotci 270 

290 if K*='‘S^' then ggsub 340 i goto 320 

300 if K* = ^'L" then e.ra.se S : erase 6 : bcopy 7 to 5 : erase 7 s Flt=F2* e M0^3 1 
gosub 520 ; F3*=i5*- e 1 OA-d G* , 6 

310 Lint 1 1 K * ™ "'■ S3 " 

320 erase S i erase 6 e er-ase 7 t default : end 
330 s 

340 rmm *** Save Joined bank 

350 N0*t3 4 " gosub 520 t EXT*=*'«.MBf-:;" 

360 if G*®"’" then return 

370 locate 0^20 : centre “Giving the Joihfrd MBK bank" 

380 N*=midt (G*, UAnstr (□*,' . ^^) )+"ABC" e bsavff 8t,startt7) to start <7>+lwngth <7> 
390 3 

400 rem *** Save an example program^ using the joined bank *## 

410 open out #1 

420 print k.ey of fi mode 0: curs off" 

430 print *1^“20 def fn gbp(BCr)=start(15^+ FUNC^ 

440 print 41, "30 open in ill, ^^+c:hr* f34 >+G*-Hchr * < 34): 1 gth=^LQF (i* 11 = cl ose #1" 

4S0 print #1,"40 re»ervo as data 15,LGTH" 

460 print #1,"S0 bload"+chr*(34)-i-G4+chr*£34)-F",15^‘ 

470 print Ill,'*60 for scr = l to ”+str* <WUM-1 >" 

480 print 41,"70 unpack fn gbpiSCR) : rem SCR = The screen number to he 

displayed-" 

490 print #1,"80 wait key ineKt BCr" 

500 cloae #1 : locate 0^20 i print sp*ca*(79) : return 

510 = 

520 rem Gel act file 

530 G*-file select*-(EXTt.PRTi CMCi) ,1) 

540 if E)fTt-“*. GBP" then goto 560 
550 if then pop t goto 320 

560 return 


Program 1 -forjoining ,MBKfiles to allow more storage 
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cUbcLs. See Ihe example program for a 
dcmonsLnitiQn of how fo use the codes, 
Tliere are codes to turn the efleels on 
and off. When the FPL program comes 
across a code in one of your programs it 
turns the appropriate eUcct on or oil and 
then removes the code from your prog¬ 
ram. Hie codes are as follows : 

!l+ = Inverse on 
II- = Inverse off 
!S+ = Shade on 
IS- - Shade off 
!LI+ = Underline on 
!U- = Underline off 
:0: = Line 0 

To see how FPL works do the following. 
First, type in the example progi'am and 
E^vc it. Next, type in the FPt. program. 
After saving it to disk for fiilure use. nin 
the FPL program. Ncjw load the example 
program Inlo FPL using the fileseketcjr 
(see on screen InstrucUons Ibr what keys 
to press etc ). Finally, save tire converled 
program and quit Fl^L. If you now load 
the converted program you will find that 
FPL has remowd the codes and added 
the desired clIecLs. 

A few points about FPL. When you make 
a line Into line 0, you tiave to make sure 
ihat the first thing on the line is a REM 
statement or else It will not work. If you 
have a line 0 in your programs, yoti will 
find it cannot be edited - only listed. The 
shade, inverse and underline effects are 
not Just limited to REM statements - as 
seen In the example program. Also, you 
are not confined to using just one effect 
per line, you can mix them if you like [as 
seen in I he example program). 

You will find that FPL Is a quick and 
easy way to add special effects to your 
listings. I have found that it is a great 
way to highlight dillcrent sctrlions of yoi.ir 
programs. When you arc looking through 
a listing the effects really jump out at you 
- thus making things easy to spot. 


ADIOS 

So that’s it for anotlicr issue - space is 
tight! 1 can !>e located at the following 
address, [f anyone lias anything they 
want reviewing, or have a listing they 
would like published - you know where I 
am! Don’t forget, Ibr a guaranteed reply 
enclose an S.A.E. Until next issue - bye! 

Write to 

Dion Guy 
11 Shore Crescent 
Bishops Waltham 
Hants 
S03 IDZ 


1 T cm *** - Brui-kcp Qlif' '92 *m* 

IB liOy ijf p ; I 1 CUr-H Q* + I CCrjjBl f 

Zfl f-ada 1 

cijm cn0#=:<*KCODEn:fr] 

far ta £■ i rca-d dEII^ Ii ncut t\ 

rpa fijT -to * 7 far B-O to 1 - rasAi FtJNCf(A,0> ^ ; rirrt A 

70 far Arr» to t t FT[AJ=P = \i^Kt A : cly* 

B0 la^*t.iit D,9 i centre "Fljahy Pro^riirh t, Ii hi 11 ay? , Dre-iiluf . " 

9ffl LacaLo --...... --_» 

10fll pen 2 T IccatF fl,3 i cantre -Hrltkrr, i,y B^u^a ftEzara - VtrO GBP '92” 

llQ p»n 1 i lacAtih Bl,4 i undt^ esn i pr3r»t -cfijcu-l rB0:i d und^r ijf-f 

120 lt]c:atE‘ Si,'? e Lmdrr on t print cp.,aKHF-*-r-S0^ ; und-er o-ff 

130 IncatEi 3 und 4 ir- yK ; pri^tt spacfffCmt] t unifai' off 

140 f3#rt 1 1 locate 0^.6- i csritj'is “S0aif c^l'ili nq f or folloM-inq ccidFS e ” 

150 lacatn- 0,1? i cfM-htire on Inverse o+f Eihade an '^hadBi of f 

Uridftr 11 fit] -dfH^ LAndcfl-linc- a+f' 

Idcatii- D^Ll i cefit^e " 'If U- !^- 

!IJ*- - *U^ " 

17Q lacatB 0,11 d c^rKtri^ " IW0a 0000 -BUIIU U0IH 

0000 0000 

1B0 lacatE» l£i 5 pr(nt ~L. 0'' : locate- S|ld i print * I cfecjita 4,2H : 

print "0000'' [ 1 locate 0^23 i csnitiro “^pt*pi- L ■Jliu&e' to Loail or ft. mouse' ta 

QLl3t_ ***" 

l'?0 repeat i i^^mnuse key r until MK .-m J|nd ; erntre Bpac«*i50? i if NF-.*2 

than d#fa^pl| - md 

200 Hfiile KausB key WEmd 

21-0 51*^0 i 400 ; FT-O 3 aorolfc off 

220 pan 2 < locate l^UHDfST ,»3-i + 1 3-7* [HTMil ? pi-int " ; locate 

FLlHp[^T,.03+4,l3-7*S3T-iJ 5 print i FDUWJ5-0 i pen I 

230 E 

240 r arti »** I pup *** 

250 X-hLunt tstart t75 to atar H?!-H pogth ,C0[)i:#fST? J 

2tB If mo FTSgTJ-0 then locate FUND! ST ^1), 13-7* tST-i] j print "Niist F4.«r.Ei" 

270 if than me i 1^ ST>* than 330 7 (foto 70 el=e qota 220 

2H0 Jf Itiark i -rapB-dt i dec X i until = ^ p-pfep K-2-,0 : poke 

X-l^a ; pp*!fl - pok 9 XX-M,7 s puke XX*2,7 i qato 300 

290 poke J!:,CDDE £0731 i pcika :t pokp Kf-2,7 

30B me FUUm i iMpft# F!JtfD(ST,0J--J,13-7ii'£B7-4iJ i print ^ 

";r ig1it*<"000O'-+atr* SF0UW»-" " i FTCSfjBi i FI-l 

310 goto 2S0 
320 i 

330 aouae ‘ to l^ancal'' i 't. aou^a' to* gavp" 

340 1 PC444 0,22 i tf FT-0 -than cwotre "tio cudiea have hoan i-ound proas e-“ a« 
centra "Sosh codaa hava boon -Inind proao Etlthpr'' 

3^iO If FT*1 tti»i F^-BB**" - -+Bt else Ft-B# 

360 l-Dcate 0.,24 i contra Ft' 

37B rapaat i e until MK“2 or f1K-l and FT-rl j htiile nouso kov «ani| 

300 if Hk['-2 than eraaa 7 z rat urn aiaa gosub 4Q0 i return 
39d I 

400 rwm Load 4jlB *-ini 

410 Esn mrrar goto : Mf=f i t■*■ Cn■,b-^ti" ,P-ioose Pt-ogram to Donvart“5 

- Cur* 6ff 

420 If M4n''* than erau 7 e ppp s got4 70 
430 If then 

440 qosub 590 r i4 R than 400 
450 ratLira 

460 1 

470 rEHH *** Sava -flla 44«- 

400 1-otate fl,22 t print space4=C79> i I CMcata 0^24 i print apd<;al>-f77Ji 
■490 N4'~HFilB -czalact4 C‘^*..baE'', ^iact F| I-* Mape t0 
300 if Nt-"- then fpturrt alee 1# initr IN*, " . *S nrfl than 
510 locate 0,23 e centra ■-SAVING-“ 

320 on arTEW goto 5ili0 t hA-tve t£*,at«rt >[79 to atart i7;i-k-LPHlJta i cantro EpacalL4 40> 

1 retLErn 
530 I 

TrtO re«i Teat for diah err ora **■■■ 

551 locata 0^22 e centra ERRflp- s 0,24 i centre "»> PreEO any hay 

hay T wait key i on error goto 0 3 raaijsia 400 

560 locate 0^22 -e centra "-WRi 7E ERfiOR" ± I PC Ate 0,23 t centra "Disk rEay be Write 

fVotoctad." ; lpcjt6 0,24 ^ p*ntFr "»> Pres* any key i clear key e MAlt. 

Ii*y i an error goto Q z iacata 0^,23 ± print 4p!i[C*#r79h : resume 400 

570 E 

5fl0 rWn Teat loaded file ib valid *** 

590 on arrpr g-otp 640 - (^ao in #] ,N* ; LPR08-J of (i J) i closa ttJ 

600 6rr'br goto 660 f eraaa 7 i reserve aa ijorli 7,|,PRnij 

610 on errear gpto 670 ± IpcAl* ^,23 t centi-e LOABIWG-" i bl aad 

HV^atMrtH7i! : centre BparcetMOt 

620 on error goto 0 3 AS=apacaf 110] • A-^arptr i copy etart <71 ,»tart t7l + ]a 

to A 3 I-I A*-^ "L i onpou i ■£» " then R—O e retorn 

630 locata 0^.22 a contra '"msE if not « 5T05 BAfSIC proarae'" i locata 0,24 i 
cantr* ">?■> Pr'-ibb Any key <<s" i clear key i wait kPy s R=1 i rot urn 
640 locate 0^22 i centra “FlL^ NGT FQIW'' < resume 650 

hsa |[:|i:al.a 0,2* s edntre *>>> (VaES any k»y s clear kay i -Halt La-^ s cei'ulre. 

space* (50) 3 locate 0,22 3 print apAftij* (79) r on error qato 0 e R-1 r return 
660 locAtW 0,22 ; centre ‘^OUT DF tIENDRY'* j rocoiH 650 
670 locata 0,22 = c- 4 ^tr^ “HFAP i reauw 650 

6eo ^ 

690 ram *¥■* Coda fara-FriKt*-R** 

700 data 21,'* ! l-i-" 

71 a data 1E?, " ' I 

720 data 22,"i5+™ 

72a dat* I'f.T’S-'" 

740 Elata 3l, " !lfk" 

730 2R,"*U-* 

760 data 0^^101 ' 

77H datA 4,1^17,13^30,26,41,39,54,52,70,613,4,2 


Above - the Flashy Programs Listing Creator 
Below - a simple example to show the ulilitif in use 
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r em 
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Feature 

THINGS TO COME? 

The European Computer Trade Show 1992 


Damon Hoioarth treks down 
to the big city to check out 
the latest trade show 

[ have never bccri to one of the trade sltows before and my 
Invitation to attend this event in early April was a welcome 
one. For those readers that do not know, trade shows tend to 
be open only to retailers^ pnbbllshers and press and quite 
often do not have a high attendance in comparison to the 
shows we are all used to. The Interest in this show from my 
point of View was the support, or lack of support, for all things 
Atari and the altitude of the various software house represen¬ 
tatives to my questions on the subject. 

The show was held In the Business Centre Islington {the blue 
bit in Monopoly boards!) and was spread over three floors with 
some three hundred or so firms on show. Of those exhibitors 
some were of Interest only to traders insofar as they were 
companies such as distributors offering lat^e discounts to 
shops and the like to persuade them to obtain goods from 
them, Of interest to all Atari users though were the Firms such 
as Alternative Soltware and Cheetah Joysticks. For the ST 
users firms such as Psygnosis, Ublsoft. Sierra On Line, 

□omark and US Cold were there, Electronic Arts had a strong 
presence as w'ell. 

My first chat was to the Sierra On Line representatives and 
from their point of ^iew it seemed that the ST was no longer on 
their list of supported hardware, so it would seem that Kings 
Quest 5 and 6 may never see the drives of ST users. It was 
interesting to note here that they were predicting that even the 
Amiga would be likely to have only two more creative years left 
in it. The future as far as Sierra see it Is with CD ROM and 
Multi Media. 

Feeling somewhat depressed by this cold hardw'are vision of 
the future I was most pleased to chat with the Alternative 
Software people. They arc specialising in the less supported 
machines and have a range of 8 bit Atari software for which 
they even have masters. Apart, from one off sales of slock they 
were even willing to discuss making runs from their masters 
should demand warrant It- Alternative Software are on 0977 
797777 should you wish to contact them. 

Cheetah Joysticks were displaying Intereatlng stock including 
Aeroplane control sticks that look and feel like the proper 
yoke, excellent for fiight sim fanatics. 

The friendliest company there wrho look time to give me a 
comprehensive intendew were Psygnosls, Their PR representa¬ 
tive explained their philosophy and demonstrated the "rushes " 
of several new releases to me. I may not be the first to release 
this news but Qiere Is a Ijemmlngs 2 (no I don’t mean Not More 
Lemmings). This Is a new version with larger sprites and 
catchier music and they hope to have it cut around about 
Christmas. I also received previews (on Amiga unfortunately) of 
a couple of other releases that are coming on S'l' - Leander and 
Obitus. These are both true Psygnosis colour and action games 


and. I am infonned, graphics and game play will be more or 
less the same on the ST, If so then a treat is in store. There 
would also appear to be a Shadow of The Beast 3 in the works 
which will be a vast improvement on the disappointing Beast 
2. They' were even showing rushes ' of a new athletics type 
game whteh made great use cf digitised pictures and even 
bases Ihe graphical animations on the stop motion action of 
actual athletes. You too can be Tessa Sanderson! 1 was even 
informed that Psygnosis now have the rights to Dungeon 
Master and all Its relatives and there is still discussion in 
Liverpool as to whether to release an improved Psygnosis style 
or to make a mass market re-release without changes. 
Psygnosis left me feeling somewhat happier and so too did 
Mlndscape w'ho assured me that Ultima 6 would be arriving on 
the ST scene in the near future. Apart from that one release 
though this is another American rooted company that seems to 
feel the ST may not be supported much longer. Ocean and 
Domark had large private hospitality rooms and show'ed out¬ 
ward support for Atari IG bit hardware if only In their compila¬ 
tion and budget lines. 

1 was struck by the divide between the Games machine Sega/ 
Nintendo mentality and the Computer mentalities. Perhaps 
because of my own Interests, the computer companies seemed 
to present a far more supportive and informative front than the 
Games machine companies. Computer folk, even large and 
corporate ones, maintain an effort with the public. Games 
Machine firms seem to desire the aloofness of a Garbo or the 
premiere placements of a movie hero. 

So what were my final impressions? Mainly very sore feet 
Irom much walking, a nagging feeling that there Is going to be 
a great change in the concept of computer software, and a 
satisfactory feeling that at least this year the ST still has a 
suppoirled future. 

My thanks must go to Ray and Darren of Syke Computers, 
Burnley for getting mc in on the show for traders Sunday 
(complimentary tickets Instead of £10+ that were charged at 
the door!) and to lots of software PR folk for their support and 
patience as I interviewed (peatcred) them. 



Exciting things to come from Infogrames 
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FREE! 


WtTH EVERY ST 

FROM SILICA 


NE¥n 


EXCITING 
LINE-UP FOR 


AA 1 ARIST 


Vman Yoj buy new Alari IWG or 
Mega ST-E compuMr frtsm Slka Sy^ms, 
we viil ci^ yiw an adritliDral £:3?4.75 wanh 
fll SDftrtir? FREE Of CKARGE. ir^lwir^ 
S3me gnegfl fliterainmenl and prarnjcbMiry 
progians. ThflSE Iree gitla wl? hlKMlLiM 'ftu la 
AtJild d( $T KjnTputing and ym ia ge! 
0^1 la a flyiTg stait w<?i your ne^- ST- Plus, witfi 
IT and ~ 




!) 


TENSTAR GAMES PACK 


e-TSfV ST and evEty TT ccmpuJer. intj ^1 givt 
you up IP 1& n^pfts FREE holiday hotel 
accrm-nodatiiMi for you and jKJur family lo 


enjoy a bteak al ho-ne gr at;^ 








TENSTAR RACK: 

10 Suparb enfterlBinrrtenl lillas-: 

CHE$$ PLAYER 21S0 
ORfm' FORCE 

UVE AND LET DIE . 

QNSLAUORT . 

P!PEMANtA . 

RtCK DANQEROV^ . 

jF?OC^ W ftOLL . 

5f<WEEK . 

JRmAL PUR$UfT .... 


£24.99 

E19.3S 

£i9.gg 

t?4.99 

£19.99 

£24.gp 

£19,99 

£19.99 

£19.95 


PRODUCTIVITY PACK 

1il WORD. 

W<pni ptfuc-Ds^rtg pocitagd Ir^QST 

SPELL IT. . 

d-iiO(Qr lo i n lynni 

STBi^SftC; £34.99 

liasK ^nogrjnwing l^ii^juyciMTh lUurldJ 


£59.99 

£l9.gg 


TOTAL VALUE: £324.75 


16 NIGHTS HOLIDAY 

HOTEL ACCOMMODATION 

Alad ST frorn Siliq^n C0fTHa4 SupplFdd 
wilh 5 Tt^ 72 page odpur !jf?Khur* wilh 
a^5wrnnH5da*iciiiii vouchen:. enlillfi 2 

pf«^9 Id Blav LJF> Kh a lotal U Ig n^t'^ ^ s\7f 
qI liotels -A/rth Bjccnmn-nckihi:^ FREE A1 
tfoj Iviva te pa^ lOi am your (prtGBB 

ara isiHdin ihfl brochure). 


WORTH 

NEARLY 


£325 


DISCOVERY XTRA 



HARDWARi^ 

SDST-E CCWPUTER .. . £299 99 
luacuct ^.Hin Hm Hnn 
TVU$«.MK<. IW*»ik 4L' IH-lkta 


The DiscDvary Xlra P^ck M is a lop qualHy 
gnlartainment pack based around Ihe 512K 
52GST-E with 1Mb -riEsk dma. It inciudeft Icyr grgal 
games lilies plus seme producIlMity acyliw^rfl. 


f KOFMAL RRP 


[£ 299 ? 

£279 

L ftH- STC 625 S 

Hifli# M J 


SOFTWARt - ENJTffrAiNMFHr! 

E^yil«FRmFB0aTWO^5rEH£ £ 19-99 

Firl -U ddlk«v irii nM #rTTn 

FIWAL FLIGHT . £36.^9 

F^id Wii 

tflHEUVES .. .. . E2d9e 

5ji#Ob«Ms-bTim 11^ rr^td EdtflcM 

SIM CITY. £29 g& 

TakD GXftQi 0^ ^.T uwn ert^ 

jOFTWABs - woouermryj! 

GOMTROLAOCESSCRiES... FREE 
VSa EMiAATTOfl PfiCCESSOfl... FREE 
^TOuR...... £-a.gg 

GEM iuwldl \w iM ST 

FIRSTBASIC. E49.Sa 

i&MJT FHcgremvilfTi] Ionite 

NEOCHRQME.. .. fd9.K 

PiiwH>k.l riipHmg 

FbUSJ FREE from eiLICA; 

Silra ProcfcJdli^dy Pfldi. £104.9? 

TflnSigr OfiVTies. PBck . £219 7a 


Tgtaf vm#: £830.63 
tM3 Part SaifiTTg: £5^1 


SfLitA FfttCE; £279.80 
PIUJJ It MCHTS HOLIDAY flCCOMM 


!" START PACK 


■ HAiR[>WARE; 

520 BT-E ComoulOr. £ 29 g.gg 

M I HM cAl. E»a< fWA kkui*. EV U^UxH. 

O hliifniryu 1M] Rwrr DdL [>na 

SOFTWAt?E - ARCADE CLASSICS; 

MiseilB Cammand -ShflalEmUp.. £ 9 . 99 i 

OTystalCaatlea - Platfonm Capers .. £ 9 . 9 fl 

^ ^ $uper Break Out -Wall OeniiDliliarv.. -ra.M 

Battle Ion* ’ 3 D Tank Battle .... C 9.99 

SOFTWARE - PRODUCTIViTr; 

FinstWord - W-Orrf PfODB&sor . csg.-jp 

Maoehrome - Art Packaga. £ 29 .^g 

AMI ST - Anima(lor> Pepc&ga . . £ 29 .^S 

PiUSr FREE FROM SILICA^ 

SillCA Productivity Pack . E 104 .S 7 

TenSlftr Gamas Pack .... . ... £ 219.70 


in 


Ui 

z 


Tots! Vatae; ^754^63 

ImFacff. Saving: £^5.-S3 


$tLfQA PRICE: 


PLUS( ie NIGHTS HOLIOAI ACCOMMODATION 



INC W a DELIVERY RbI: STC SiFSE 


FAMILY CURRICULUM 



£3S99fl 


f:53.5i 


The Alari Fnm^ -Cuirkiulinlrt Peck is di»ygoeci as 
a hjni to USB C)OihpLiter pack iorihe h^hOlB lamily. 
Il has Mmelhng \t? oflar bM a^ie pTJups. frpni 1he 
ypun^Bl to Ihe iddeell f 1 cornet In B fiiixiiic 
lOWfll. wHh 3 moAJbe to suit every age grrup 
The: padt^ge based uraunu iha powerful ai^d 
aasy-to-use iQ4dST.e oomjjuwr wifi IWb RAk* 
end a dc3uhlp Sided 1P* dek dnve. 


HAH-DWARE: 

H>4dS-T-e COMPUTER .. 

»lMr ItUi IHa FFW_.. 

T V U3j%W]i IMfU PSj r Wi Owf 

SOFTWARE MODULES^ 

PLAT AND LEARN.... „. ETB.Sg 

PhtI Flayi a N^i^CBrtwwfri 
Wbrds: and Sarrla'KK 

JUNlOFI SCHOOL LEAVER 
AnsiiiDr Baiii-ll3MUr^.dl 
Krto+viadap Quic. Impaling 
ardPrimBr^ Mpint. 

□CSE . 

UiiTtj MePrs-, fnmctv, Hluoiy 
ard Grbog-aphi- Quiz 

BUSINESS. .. 

ST ■rtnni. iT A E.T CBt 

CAEATTVE .. 

HypfirPiini II. Muse MaKer 
and Fir^ BW^ic 


.. £5£i.ti4 


E159.|^ 


Eia-i.gT 


^ 

'NORMAL FRP 


l£ 39 ff? 

£349 

L HhI:6Tc;!2H 

m^Wrn Mi 


PWSt FREE HflM SlUCA 

Slice ProduclMity Pack . £l 04.97 

TcnSter&amifl PBCk. . £212 78 


TeM Value: £l E ig.gj 
iciiPncfrsaiHA.n3: sasi.aa 
SiUCA PNrCE.- SadS.M 


Pitisr 16 HlCHTS HQLIDAY ACeOMI! 


mega ST-E atar i TT ST BOOK 1040 ST-E MUSIC MASTER 



^^UQWlFiPff mJT fftCt-OIXir 


NEW 
FASTER 
MODELS! 
WITH MORE 
COLOURS & 
OREATER 
EXPANSION 
OPTIONS 



SSMHZ 

32*Blt 

STEREO 


4096 

COLOURS 


" POWER 


SYSTEM 


* leWHi 1g.e4 fgmo Pr««asor 

> aV:‘1.44M,^atXII}lei5idEd Dak Dnve 

* IC/4M&HWM Vitriens 

■ 47Mb Hard Drive VnfrriqrkSiAvBllBUe 

■ 4Cf96 Ccilnur Pafa-tlp 

fc SLarea 6 Bit PCW Sound Oulpul 

* Srlte Pr&duclivlTy PacK 

* ^-’H^e-TarrEdBi Games Peck 

■ 16 NijyiS Holiday AcCTrrirriodlaJfirt- 


1Mb FIAM £Mb Ram 4Mti HAM 


£§.864! 


£98542 


£109742 


» 3gT4Hz 32<B I BBBBO 

* SlH-' 1 +4111^ Ckarble Srded IAeL 0nv6 

■ 2i'4i'flMb R^Vnrcloris 

■ Slarm B-Bh F^M 5<iiji:|d Oulp^Jl 

* 4£KKigabcr r^tefle 

■ Buil-ineKef MBlhbgo-PKi^qtnOT 
D upimaaoj^Reisdutoi 

■ VUE+■ SCSI E^penslan Fiona 

■ Eipendab^teBBMn HAAJ- 

* HardEOns^ Ex^^rmonOplioric 

■r PPEE It Htfilt hofutTp AixiQrmnH^iri 


gWbPAM 


£1169i 


4Mb RAM 


£1462^ 




£ 1874.11 

BTC IJ5T4 1 


ST 

COMPATIBLE 
NOTEBOOK 
COMPUTER 
WITH 
2DMI] RD 
i MONO 
SCREEN 

* BMH2 16-Bii 60000 Procassor 

■ iMbRAMMem&r^ - 30Wb Hard Ddve 

* Snoeilwsi 640 V mbno display - 
oampEbb^ wi$\ signdard 3T mQrwmcfliKir? 

w 3 Pio^rammablB Sauna Channels 

* Up lo TQ hguf^bsJlerylile 

* HSS32. Parallel. MfOI. DMA ijnd 120 Ph 
EspensiCn Prxis 

■ Includes OrmnlSBi* BciIIvvbi^b. Filfl Trenster 
Software 4 Cabfe 
SCj'IMb fitemal 




The MuSiif Mailer Padi Pe^ttfeE- one 
Ol fie nirti popular -ccrrprjtQrs uEarf 
by muEiPBnii t>3-rbnyi;l i^|h (he 
rafkW^ MIDI padago PRO 2* III to 
pto^-dt a pBr^ anmrorfTBn; lur 
rKTviue end f^ulssslord aJha. thq 
accLumijd MIP RKBnang and Ednng 
Ilium SleinbBi^ pR0 2£ III 1$ 
used by r7i?ry top iv^iCiBfli rnciclnn 
Dro Slmhaand PWL. UBT^any Midi 
^boenl. PRO 2* Oflflrs ihe Bbirty tn 
wrte end cemp^w ir^ lo- a vary 
Nflli siandarti. Yog r&Hrd up la 
24 U*:d4s snUlanu<HiEJy. and Vten 
afjpty red ITTW utflTia Id >ernflve 
rr4E(BkBv 


HA&DWAEE; 

1MDST-E COW^UYEH ...£369.99 
fMHZ iBArfEBguOCFU -IMbRAig. 

UnxH. Tv uecMih' bcHndPBTr, 

11* Ck# Drive 


Un'to Sddii 

FREE T6Nig|TB 
Huiday ApounuTi 


^rNORUAiT^RF^ ^ 

£ 12 ^ i&i £349 

J K_ Fte*. gTC12Si ■ jV 


SOFTWARi: 

PF6024.III .. ... £lfifigp 

PILTJP FREE FROM SILICAr 
5llbfl PTOduclivlTy Pack „. £104.97 

Ter'iSlarGamot FbcK .^16.75 

Tutai Vftfm: EQ74.74 

laa^ PiKk Smiffng,' £53.5.74 

suncA pnica.' "jidoo 

FlVii 15 NIGKIIS. HQLriUY ACC^MM 


all PRICES iHCLUDE VAT - OEUVEHY K FflEE OF GHPRSE Iff THE UK MAINLAND 


( SILICA SYSTEMS OFFER YOU I 


! DEUVERy: On ai harEtvjBrB gfidefS Shipped in the UH mainlarxl. 

• TECHNICAL SUPPORT HELPLINE: Team <y\ technical astparta aJ your service. 

• PRICE MATCH: We norrhally malch compOUtorB on a 'Same fWduH - Same price' b8.SiS. 
M ESTABLiSHED 12 YEARS: Prow track racerdi in pro^essicmal cemputer geles 

• SySr^g^-SS -F EDUCATION +■ GOVERNMENT: Vduma discouma awallablfl 061*300Dflefl. 

• SHOWROOMS: OenkinsIrariiDn and treinibg faciMias a1 cur London a Sidcup branches 

• IRE FULL STOCK RANOEi All Ol ycur raquireiTrents Ir'om □na aupplier. 

• FREE CATALOGUES.^ WlH be mailEd to you vnth dhars and scfr^arei'o&flpherai details. 

• PAYMENT: By cash, Cheque and all major crOdit cards. 

Be\Die yov Oeodo whan to buy ycryr naw .Alari ST iMmputer, Suggest you think uery careFully about 
WHERE you tsuy it. Consider wl^ il wll be like a fOYv nionlh& afteY bi^in^ your ST. when you mgy 
require additianal pehphCi^s or sottwaite, or hdp and advice with your n&w purchasa. Anfl. will Ihe 
company yog buy Irom EHntacl you wrth details of new products'^ Al Silica Systems, we eosuro Ihal you 
wiH have rxuring to worry aboul. We have been established lor Ejvar 12 years and. wilh our unriyalled 
exiMfience and expertise, we can rww delm lo meat our custonws' roquiremanls whh an undor- 
slandfig wlWQh ts socond to none. Bi/| doom just 1aka our word lor h. Cemplele and return Ihe caupwi 
now ior our l^est Free litenalyre and begin ta ajrperierx« IhO ‘Silica Systoms Servlc*' 


M The Mews. Hatheffey fl(J, Sidcup, Kent DAH 4D)i Tel; M1-M9 lllfl 

_ ^pe p. tY^ -5ar [l.q0i^rtfi-8.0qprn _ _Mo ijgfl Qpgring _ Fh^ No: CMH-SOB OGOB 

LOHDOJ ^0^: Tartenham Cwit flMd. londMi, WiP QBA Teh D71-Sfl9 4(MG 

l^.aal _ jp im^hi Qper^nfl fto. 071-323 47^ 


LONDON SHOF: 


SIDDUP SHOP; 

t-taur$: 


^N^ges :131 RrMn. Oisfitrcl Stie^l, Lcfidon, W 1 A 1 AB le|- fl 7 lHB 29 1234 

Hcn-aai BSW.m-eOqan __Laid Nl^n|- ThunHtjy until Bpm EKlernkyi: 3914 


ti^^n-Sak e.IXam 


1-1 Tte Mews, Hilhcrlfi/ fld, Sidcup. Kait, DAI 4 40 !< leir tSt-SK Mil 

im SiaCpm Lain Ntfi;- FfeTa, Mnii 7pin fm Np: Ml-300 OOlT 


I tq: Siic 2 Sjislems, PSlX- 11692 - 79 , 1-2 T he Mews, HattKrley Rd Sidcup. Kenl. DAH floTl 

f MryWrs/MiEsVlVla:. IniliialE:.Surname:.............. | 

I Address:.......... i 


MAIL ORDER HOTUME 

y 081-309 1111 


SILICA 

SYSTEMS 


m 


PostGade. 


Tel (Home): ..... Jel (Week): 

I Company Marne (if applpcabla): ..... 


I 


I 


^Which computerCs). if any, do you ovvf\? . ......,,.*......,2..................s. J 

ciBnc _ a.lI—- j— — — --j 


E£CIE - AiFunriiud nnnK jnd -SD&CK^lienjii mHV a-mnttf - Plhiu in. 


br Ihn l-ilrwrl .nlAi 















































































































































































with orders over E10 




Yes a £9.95 Datasoft game absolutely FREE when you 
spend over £10 with the Accessory Shop. Check out the 
(fifers on this page and on pages 47 to 5/ and send or 
phone your order. If it comes to more than £1Q (excluding 
postage) weHl enclose a copy of this Pacman type game 
absolutely FREE if you ask for it^ 

*NOTE the ^ame h on disk only and we will not therefore include a 
copy automaticuUy unless your order contains disks 


FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP ARE ON PAGES 47 to 51. AN ORDER FORM tS ON PAGE 52 


1 DISK ONLY 

Inrta^ctJTii classic and the ediyenture game lliat changed the way 
all Ipture sdv^ntyres ware written. The Great Underground Empire 
of Zorf( is -w-ell ddcLim^led by now and ihousanda ol play^rp have 
become addicis graduatPng to Infocom’s muore dllflcult scivertyres, 
Zork I Is Ihe ideaE EnlnKliictory levef advenlijra for beginners or 
Ihos* with a rltl-le eKperlence. Iff you have neyer venlur^ under' 
ground liefore now is the time lo t^'y^ lt'& rtewer been cheaper In 
expand your Mniverse! Classic original Infocom pacNaglog wElh 
excellent manyal and a map. 


CHECK OUT 
THE ACCESSORY SHOP 
PAGES FOR UANY 
MORE BARGAINS! 




OUR SPECIAL 
OFFER PRICE 


£2.95! 


LOWEST EVER PRICE ROMS! 


KABOOM 

Challenge the Mad B'ombar as he tries to bomb you out of 
sight. Can you oatch his bombs and dowse them In time? 
Or would you like to be the Mad Bomber and try to flatten 
one of your friends? Lots of oxcitament for one or two 
players in this addictive arcade game that won awards for 
Best Audio and Visual Effects when it was first released. 
Simple yet addictive. 


ROM CARTRIDGE 


OUR PRICE £2.95 


MASTERTYPE 

Now anyone can learn to type whilst playing a challenging 
game. Mastertype was one of the original 'game based' typing 
tutors which requires you to zap enemy words as they 
approach from the tour comers o1 the screen. But It not really 
a game for, before you realise it, you will become quite 
proflolent on the keyboard as you progress through t3 les^ 
sons of increasing complexity. 


ROM CARTRIDGE 


OUR PRICE £2.95 


SUPER SPECIALS 

MAXWELLS DEMON 

Check oul ihe review Jn Issue 4^. Paul Rixon found 
this simiole game to quite addiettve and a| this 
prioe eam you afford not lo be-otune addreted^ h's a 
dlfterant type of game, more fn the Tolrls tnoulEl than 
an arcade game. It sure makes you think and Ihe 
pr^ce won'1 broak you if yno don't gjet fuily hooked. 

DISK ONLY ftecimmend^d price £9.9S 

SUPER SPECIAL JUST £1.99 

MR ROBOT & HIS ROBOT FACTORY 

Ono of the moat famous of platform games that has 
you jumpiing over fire, running over breedmills and 
bombe, olimbLng ladders, sliding down polea and 
more v^ith som« great graphios. Masler ail 22 screens 
if you can and then create your own tor nevererding 
fun. This FS what plarform games are all about. 


DISK OR 
CASSETTE 


Rttimmeadtd price 
£7.!I5 cm!ftUef£9.95 disk 


SUPER SPECIAL JUST £1,99 

ZAXXON 

OrK8 of the all tirne classics for the AlarL ZaKicon set 
new standards when first issued and wee copied 
many limes. Pilot your crafl across the unique 3 
dimensional battlefield shooting anamy fuel tanks, 
enti^ircralt tanks and mlaailes before launching off 
through space for the ulllmale conflict with a mighty 
robot - lew have got this ter? Zaxxon, often copied, 
never bettered and NEVER at this incredibly low 
price! 

DISK OR 
CASSETTE ' 


Recmmttded price 
£7,95 casse(te/£9.9S disk 


SUPER SPECIAL JUST £2.99 


ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ON PAGE 52 OR BY WRITING TO 
THE ACCESSORY SHOP, PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
CREDIT CARO ORDERS MAY BE TELEPHONED TO 0785 213928 






















